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Extreme-G™ takes gaming to 

a new level and sets the 

standard as the fastest, most 

graphically impressive game 

we TAKE IT TO THE EXTREME 

“The fastest game on earth.” 
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Extreme-G™ & © 1997 Acclaim Entertainment. All rights reserved. Acclaim is a registered trademark of Acclaim Entertainment Inc. * & © 1997 Acclaim Entertainment Inc. All rights-reserved. 
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MAGAZINE 

WORKS 

@ We won't give anything our ‘Star 
Game’ award until we've played it 
right through to the end. That way we 
can be sure it really is worth buying. 

@ Because we're independent from 
Nintendo, we can write completely 
honest reviews. If a game's awful 
we'll say so. 

@ Because we're independent from 
Nintendo, we can also review games 
as soon as they come out in Japan 
and America, so you know which 
games are worth looking forward to. 

@ The main focus of N64 Magazine is 
always the N64 games you can 
actually buy here in the UK, however. 
We never pad out the magazine with 
huge articles about games that only 
the Japanese can play. 

@ our correspondents in Europe, Japan 
and America supply us with exclusive 
first-hand news every month. We 
don't copy rumours and speculation 
off the Internet. 

@ N64 Magazine is written by the most 
experienced Nintendo fans in the 
business. We know what we're 
talking about, so we're able to cram 
every page with useful information 
and advice. 

Don't be fooled by feeble imitations! 

Pit hake a STs 
i y eae 

ar 

MAGAZINE 

henever a crisis has arisen this 
month in the N64 Magazine office, 
the question I've been asking 
myself is: What would Bond do? So 
kept beating me on Diddy Kong 

feryone had gone home, accessed the 
ames is writing on his computer for the 

ext issue, photographed the screen, crept out 
, Waited for the photographs to come back 
Boots, studied them under a magnifying 

® work out his secrets, and then took him 
on. When Alison the Publisher walked 

lays before this issue had to be at the 
sand asked why we were playing 
atch GoldenEye 007 when we still had 
Magazine to write, | removed a grille on 
ipped through the hole into the 
duct beyond, and hid there till she'd 

a again. When Tim put his hand down 
ng pin and had to go and have first 

iH gled my eyebrow and said: “I think he 
thei ” And when Andrea, our lovely 

ction Editor, glided seductively into 
S fice, |... well, | made everyone a cup of tea. 
79. 4 eh? 
ou/il find the results of our Mario Kart 64 
Pe later in this issue, on page 70. As 

ree finalists proved when they came to visit 
Or the day, Britain's Mario Kart players are 

finest in the world - and they're 

sa game that's well worth having 
Btrere’s one thing the N64's really good 

rling 3D graphics about the place at 
mitying speed, and hurl them Extreme G most 

s. You'll need a really huge telly to 
out of it, though. One like ours, 

ept preferably without a funny bluey- 
feen bit down the left-hand side where Wil 

think"of a headline for a piece 
's.release date being 
ably not “Golly Yosh”. 

enjoy the free GoldenEye poster 
d N64 stickers that'll hopefully have 

ied your copy of N64 Magazine. And 
zine too, of course. 

JONATHAN DAVIES 
EDITOR 

GO! G 
GO! 
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EXTREME G 
It makes Mario Kart 64 look like a leisurely 
bicycle ride, or something. But is it all it’s 
cracked up to be? We, well, find out. 

DARK RIFT 
It's a beat-'em-up, it’s in 3D, 
and it's not War Gods. Is 
that enough, though? 

P If ever there was a game 
to buy an N64 for, it's this 
one. It's simply the best! 

THE DARK AGES | 
Blimey! Midway have 
come up with a fighter 
we're impressed by! 

CLAYFIGHTER 631: 
But we're not so impressed by this one, despite 
its smashing 3D backgrounds. 
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Is the N64 really great? Or 
have we all been brainwashed? 

ag Odie Yikes. There's a thought. 

72 ---make your games 
good enough to eat ;{ 
Hungry? Here's something 3 
Mrs. Overton has cooked up. 

Save the 18 
galaxy in 
Lylat Wars 24 
Pages of info-packed 
advice exploring every 
crevice of this fine game. 

g4 ---become a 
media tycoon Ard el 
Including the fanzines ' ~ Pry Subscribe to the best N64 mag and get a free controller! 
you've been sending us. =f SOB AP) TIPS EXTRA Se 

: PUVA eC UE Ue MMMM te 

CLUB 64 
Xl 's Views to air? Hang them up here. 

7O S DIRECTORY : : 
| j Every N64 game we've ever reviewed, ever — reviewed. 

BACK ISSUES 
‘i » F Sh Back our issues by buying some today. 

The results! The finalists! The final! (oe ex: SG Rea 
And the winner of our shiny cup! Mes (oS Ca ace eka es 

Ome 
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26) PLANETOY, FUTURE LOOK 

ei meee lel ale) 
V Spacestation Alpha. Nice. 

onsidering the level of 
security that's surrounded 

_ Diddy Kong Racing up to 
now, it was a bit of a 

surprise when the burly Securicor 
officer turned up at the N64 office 
with two slim, padded envelopes. 
After signing the receipt docket 
with a statesman-like flourish of 

EMU Leh og 
ole Ui me eer) 
tossed the two 
PEC Cee-Lo 
Tetra Colt 
in the corner. 
“Looks like Rare 
have sent you 
er Ua ea 

To say that the 
crete CMA cla 
would be to 

highlight a hopeless failure of the 
English language. Nuclear fission 
would have looked slow in 
comparison to the speed with which 
the envelopes were ripped open, the 
Diddy Kong cart from one slotted 
onto the security cart from the other, 
and the whole assembly rammed 
forcefully into a ready and willing 
N64. Despite the fact that everyone 
had lots of urgent and important 
work to be getting on with, soon the 

entire N64 team were crowded 
behind James's shoulder, watching his 
first endeavours in Dino Domain 

And now, two weeks later, we've 

finished the game and seen the 
credits for the first time. However, 
WTa] elit =ae-19) VAN CMU ae ame] A 
position to review it. For one thing, 
the game's first finish point is miles 

Fate" ressie ee Going under the windmill reaps a magnet power-up but b> 
Par ps: you've got to be extremely careful not to hit one of the 

: oad blades of the rotating sails. 

A\ The shoulder button puts a 
power slide on your kart. You 
can't hop, though. 

V EMG kee ee ee rhytme 

Conker seems fairly unimpeded 
by his big bushy tail. Lucky 
1A 

Vo Na meoR besa Lae nce) De 

12] >) 
away from the real finish — we've just 
discovered a whole new world for 
one thing, as well as the hint of a 
mysterious TT mode. On top of that, 
we've been so busy racing through 
the single-player game, we've barely 
scratched the multiplayer mode, 
never mind the four battle games 

More importantly, though, the 
N64 jury is still firmly ‘out’ on Diddy 
Kong Racing. Obviously it's a brilliant 
game — almost certainly one that 
every N64 owner will want to own — 

but even brilliance is relative and 
without playing the game a lot more, 
it's impossible for us to judge 
whether DKR is another Blast Corps 
(89%) or another GoldenEye 007 
94%). Four more weeks of 
play and Issue 10 will have @) 
later IVce 

Use a speed-up and your tail lights 
up. Purple’s for low strength speed 

V up, green’s for max power! 



Diddy Kong Racing 
Neri lails 

DKR includes three different types of racing: go-kart, 
hovercraft and single-seater aeroplane. Initially each track 
Vite yale OMe Ce MTL mola Col om oe h CU UC 
track for the second time (the Silver Coin Race) you can 
Peace midi cel moi iM ecole mee] aula ile! 
in multiplayer mode, races between all three vehicle types 
are possible. 

THE GO-KART 
Unlike Mario Kart, the 
alfa Reale ee eee) 
DKR are polygon- 
teal Tel cte Ae gg) 

CaN » the range and realism 
a ‘ of their movements. 

(ont 

THE HOVERCRAFT 

Mel kee 
trickiest to come to 
terms with. Cornering 
is especially difficult - 
turn the ‘craft's air 
propeller too sharply 
and you can find 
yourself stopped dead 
on the spot 

THE AEROPLANE 
Superbly realistic and 
brilliant fun to fly, the 
plane is also the best 
Vi ame cee .4 ole e MT 
Peale mace ed 

eee) ar ye hy 
its occasionally iffy 

Ree) Cee 3 cca te) 

December 1997 



More than a chimp can 

Diddy Kong Racing is a great sprawling mass of a game. 
Underneath it all, though, there's a superbly organised 
structure, taking elements of classic platform adventure 
games (like Mario 64) and melding them with the 
traditional racing game format. It's a bit complicated, but 
ae el eeu a Loe Ue 

4 
UTURE LOOK 

Dinosaur Domain is the easiest set of tracks, and is 
based around - wait for it - a prehistoric theme. 

(i 

TUR Xe KL ALI 
to the Koopa Troopa race 
in Mario 64, you’ve got to 
Clea le-e Bee 
Tricerotops up a winding 

ed hill. Hit the power-up 
amen n balloons to stay ahead. 

WHAT HAPPENS 

NEXT? 

Just as we went to press, 
James managed to access 
the secret Space world. It's 
got another four tracks 
and a boss, but even when in , 
you've beaten them, we'd 
hazard that there's a lot 
more of the game to go. 

A giant Octopus is the 
order of the day here. The 
Ka el eS) 
he’ll drop mines, the 
second time it'll be 
Teel EMC k aed 
swallowing bubbles. 

This world is located on a little island off the 
coast of adventure island. 



manage? 

On top of this, 
though, are the four 
battle modes (which 
earn you pieces of the 

A Christmassy snow world with ringing jingle 
bells, a lot of ice and snow and some corking 
lighting effects. 

EVERFROST 
PEAK 
PG sae AG) 
starts you off in 
RYT iE) Mel Cle 
You'll have to shoot at 
your opponents to stay 
in touch. 

ZV a Uk eo) 7/5 
One of the game's 
iT Xia cla clile | 
moments, Walrus Cove 
features a fantastic 
360° loop as well as 
Rey BAe ere | 
racing. 

SNOWBALL 
VALLEY 
A great kart track with 
Teel, mee 
and scary big snowballs 
(with eyes) rolling 
lel eyo) Colt 

FROSTY VILLAGE 
A nice long kart track 
with a middle section 
very much open to 
some short cut action. 

bi oy 

ICICLE PYRAMID 
Another banana life- 
based battle game. 
Zoom around a 
pyramid in your kart 
blasting away at the 
four other competitors. 

cw 
74 2 3 

‘ 

at 

Sai 

i 
ree Lh 

This is where you begin your Diddy 
Kong quest. From Adventure Island 
NLU eT Mita Cm el Lam Clue e-CollaF 
worlds as well as talk to Taj, the blue 

elephantine genie. It's Taj’s job to 
EU oem Cem Lam Co) 
plane to hovercraft (depending on 
which you want to use to explore) as 
well as set you challenges to win 
extra Golden Balloons. 

re 
ASIA a A 

el 
wanted to race a giant 
walrus down a mountain, 
eM ere da) 

out for the giant 
Rye ee KML el LO 
though. 

BOSS 4 
Race a large red dragon on 
a cave-based circuit. His 
dragon breath will send 
your plane crashing out of 
ea 

To finish the game, you must beat 
Wizpig in a three-lap race of a semi- 
submerged kart track. Wizpig can run 
and fly faster than you, so you've got to 
hit every single ‘Zipper’ speed-up grid. 

Ca 
ceed TLE 

BOULDER 
CANYON 
The finest of the 
hovercraft levels. 
ithe Ul} 
drawbridge on the 
castle moat to 
frustrate the 
trailing opposition. 

ANAK once a me 
Amulet), as well as the 
Wizpig Gold Cups 
available for racing a 
Veale km ie-Co.ccu aire 
Grand Prix sequence. 
It's these arduous 
Oi Cmts Um 1m 0)0) 
elroy com orci UMTS 
finish point. 

A mythical medieval world, full of castles, dragons 
and ghosts. Graphically the most accomplished of 
the four worlds. 

GREENWOOD 
VILLAGE 
elem cl gelt(e 1p] 

WINDMILL 
PLAINS 
The definitive 

medieval village 
and the caves 
nearby. Impossibly 
hard in the Silver 
(eee) (ale( 

plane level. Fly 
through the 
windmills, avoid 
Tm eT melee 
layla aml) 
TA 

HAUNTED 
WOODS 
The ghosts look 
RYe-]a ala e-X01 8 
no real problems 
for your kart. 
There’s another 
castle to race into 
eee A 

ane 
THis 4*? o 

A 

RY (0), dD 
CASTLE 
The final battle 
eT 
Elem edile mee) 
bananas and put 
them in your 
chest. First to get 
ten bananas wins. 

BY 

DIP ha Ee) (es Cele] Ce mS) oconeT iv iat Vounvia 

Ned MAE AVM Melek Manes mle lieu mca Ng 
TO B 3 CONTI Le E D. "= of Diddy Kong Racing in issue 10. 
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ve yet no ieee 

" Caen Tiel vaCaeated an hr mata al 5 

together, and Se geinaa es eh, Mn 
Extreme G Seal 
reviewed on page aoe Ly 

sas Bic . raed 

_ bit predecesso! to have too many 
He fhe multiplayer shots that have of its high-tech Pd 

ab delat with other racers. —_ materialised r super bikes on 1-7 
Like its predecessor, F-Zero on player mode, thing tha screen at once. SES : BN 

the SNES, F-Zero 64 is a futuristic becoming almost universal in N64 Racing in F-Zero, : , rN Is this a ae view ora aly 
racer where hi-tech racing cars hover _ racers. However, since the on the other hand, type thing? 
at high speed over smooth appearance of Mario Kart 64 (the looks like it'll be a positive scrum, 
undulating tracks. Sound like a first four-player, split-screen effort), with around 30 competitors jostling ws 26 th swe 
Wipeout clone? The SNES F-Zero first it's become increasingly obvious that _for position. If Nintendo can manage 
appeared over seven years ago, pre- making a good multiplayer game isa _ this and still maintain the positively 
dating Psygnosis' effort by a full five little more complicated than simply silken 60-frames-a-second they've 
years. Now that Nintendo have gota _ getting four independent screens been boasting of, F-Zero should truly ag Ry _ =< 
console powerful enough for an running at once. If there's one games __ be a sight to behold. NS 
update, we might be about to see producer who can pull it off, though, F-Zero should almost certainly be \ Gm. ae 
Shigeru Miyamoto re-assume the 3D _ it's Shigs. on show at Nintendo's November 7 ~ a 
racing crown. However, the best news these expo, Nintendo World '97 in Tokyo. — 

The original SNES F-Zero had a new shots bring is of the colossal James and Max will be there and . 
cunning system to ensure accurate number of racers on track at any one __ they'll be sure to pump every A oe this appears to be mid- 
racing. If players drove their ships time. Look at the position counters! last nugget of information race, but why this view? 
into the electrified sides of the track, 27th... 28th... 29th! And look at the — from Nintendo's personnel. 
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PRERO. 
mile-an-hour traffic jam 

rr. 
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Five laps per race - not the ? 
ni - 0) re traditional three, then. a Ho w man y a 

s th ma 00'34"38 as 
27th? That must mean at least 

V 30 racers wouldn't you ens 

a - oN id OE re ee ei eet 
ae gE RNS EA 1s i) 7 U) aaianooys — 

= ~ bd 
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ae 
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F-Zero 64 

NINTENDO 

< fo 4 

Teel aay What will 
course and Shigs decide 
this one to put in the 
appears to blank quarter? 

fay 4 loop and ee i eee eT e-1 g 
‘double back , TY Cla fey eg 
| on itself pam Cee 

ena att “Milter 
eee era 
ee 

12 the four- 
| player mode. 

Expect a full report on F-Zero (along with the 
TO BE CONTINUED... rest of Nintendo's show albi Teo 

pe c etic ee eat ee ae 3 ; Se ee = no) 



You'll find yourself having to 
‘tongue’ yourself from one 
moving platform to another. 

Yes, that log does indeed 
ole MMOLE Elle es 

A Look at all 
those ants! 
They're scary. 

TA Tele Caste 
yee) oN ey eM Le 
than proper N64 polygons. 

? 

a = 

To ngu e tw i sti ng Moving Davy, Jack, Fred or Linda (you get to choose your chameleon) is a matter of tongue control. 

stick 
Prodding B causes your 
chameleon to stick his tongue 
out. Somewhat rudely, in fact. 

waggle es eae 
Waggling the J 
joystick allows 
you to steer his 
tongue around 
corners. This is a 
bit odd at first. 

circle 
Jump and push left or right, on the 
other hand, and you can spin 
round, exploiting a sort of sling- 
shot effect. 

eat 
Aim his tongue 
accurately and 
power-hearts 
and baddies 
will stick to it, 
ready to be 
ingested. 

balance 
Z, meanwhile, makes your 
chameleon's tongue shoot out 
underneath 
him, while he 

balances on top 
of it. Handy for 
jumping a bit 
higher. 

pull 
Alternatively, 

you can wrap 
his tongue 
around a solid 
object and then 
retract it, handily pulling your 
chameleon over any intervening 
gap that's too big to jump. 

Hold the stick 
left or right as 
you're pressing 
Z and you can 
do a sort of 
pole-vault 
manoeuvre. 



Chameleon Twist 

OCEAN/JAPAN SYSTEM SUPPLY 

UST 

EO [yh 
ow here's a weird game. And alsa 
from what we've seen of it so far, one 
to really look forward to. Although it's” 
a 3D adventure, Chameleon Twist 

neatly tiptoes through the old “But is it as good 
as Mario?" minefield by having, appropriately 
enough, a twist. Rather than just running and 
jumping everywhere, Chameleon Twist's hero can 
use his tongue to lassoo bits of scenery and 
swing, winch and catapult himself from place to 
place. This gives the game a feel that's both 
delightful and unique. (Unique, that is, unless 
you've ever played Bionic Commando.) 

We spent an afternoon with Chameleon Twist, 
and it took us a while to get the hang of 
controlling our colour-changing chum (even 
though, in an N64 Magazine office poll, it turned 
out that three out of the six of us can roll our 
tongues). You've got to remember that it's the B 
button to perform horizontal manoeuvres — licking 
up baddies, grabbing hold of posts and so on - 
and the Z button to do vertical things like vaulting 
up onto high platforms. After a bit of practice, 
though, we were swinging through the levels like a 
chromatomorphic Tarzan. 

The game's divided up into six ‘worlds’, and 
they're structured in such a way that you have to 
do Jungle Land first (getting both the obligatory 
forrested opening and the runaway minecart stuff 
out of the way), but you can then choose to 
branch into either Bomb Land (which is full of 
blocks that need blowing up) or Ant Land (ruled 
over by marching columns of ants). The other 
worlds then follow on from those. 

There's nothing particularly special about 
Chameleon Twist's graphics, it has to be said, and 

the camera's a bie a 
handful.,But everyone 
who actually sat down 
and had a go on Japan 
System Supply's game 
was instantly captivated by, 
it. And the multi-player mode is potentially even 
more of a winner. 

The best news of all, though, is that 
Chameleon Twist has been signed up by Ocean, 
who'll be publishing it in the UK before 
Christmas. So we ought to be able to review © 
it in our very next issue! 

As the intro explains, your 
character begins life as an 

ordinary chameleon. 

Survival and Time Trial 

pSTASE 

SURVIVAL: SNS Git 

SEae 

He spots a white rabbit running 
along looking at his watch. 

The chameleon then follows. 
Where do those Japanese get 

ed piniae 

Gz SELECT 

their ideas from, eh? 

¢ i. y CUMS One age 37) OOKY TAR CAAMELIEON: HAC 
MRT 

TO BE CONTINUED 

The rabbit claims to be late 

mysterious hole in the ground... 

At the bottom he finds him 
transformed into an easier-to- 
animate humanoid character. 

Brilliantly, Chameleon Twist includes just about the oddest four- 
player mode yet seen in an N64 game. There are two modes — 

- with four arenas each. Not only are the 
arenas highly imaginative, with platforms hanging in space, but each 
one has you doing different things to scupper your opponents. You 
might have to pick up balls of fire or plates with your tongue and 
throw them at people, or maybe catch hold of a post and sling-shot 
into people. We only had the briefest of goes, but we're eagerly 
looking forward to more. 

zr) <| Here you've got to grab 
plates (with your 
tongue, natch) and hurl 
them at your foes. 

Grab fire from the 
perimeter on this one. 

Each mode - Survival and Time 
Trial - has its own set of four 
arenas, specially designed for 
that mode's particular foibles. 

for something, arrives at a 

QHANOED SHAPE? 

eM ela i-m OUR UUM Saari 
SAO) OU ee 
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EXCLUSIVE! FIRST PLAYTEST OF IGUANA'S STONKING NEW AMERICAN FOOTBALL GAME! 

FUTURE LOOK 

DWP FY Pate nn pay ps pred Ate Sis Y 
Pe Ce mee me Hi ia] Pie ve Po 
ee eee) ‘ 

Sen sl sk atta! is aia 

a ee 

f ' | . al t 
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Fd Ps é Na P 

Vy ® |e oO 
A Coming up with fiendish plays is what 

American footy’s all about. Now then... 

NFL's superb 3D graphics make you [> 
suspect it may be something a bit special. 

pie ft 2 ca re Eth 

i435 : — 

On-screen help means you won't embar- 
rassingly forget which button does what. 

3 YARD, Cah: na Ema 
Uf re ie AEN 
a tS t 

es ae wie Leta 
Pie oa pal 

A Got all that? Good. Er, would you fancy 
reviewing it for us then, maybe? 

AG 

en 

arc eG 
mie 

adden 64 - which, we might add, 
arrived on our doorsteps just as we 
acl) UF Mom OM UM UL Le 
looks very nice indeed — will, of 

ol cy om (of 4(e- ae coe Cy 
YT UceL ite Mc) mere ColuM eles ce UOT a 
a consistent basis and gathered itself such a loyal 
following that there can be little doubt it will be 
PUM a Ue Um Clb Mt ECR aT 
look to this Christmas. But in NFL QuarterBack 
Ce (7) ey a em lm Uti ae tke) 
— have a game to easily rival Madden 64. And 
els] ol aE wee ORT a eo 

Where the Madden games have always 
impressed is in their exactness. Anyone au fait with 
American football will know that it's a game heavy 
in tactics, and Madden has always reflected this, 
encouraging play formations, ‘buzz’ words and 
statistics in an effort to make on-field proceedings 
as realistic as possible. And it's a ploy that's 
oN coNU canta eM Y-\ Lead ay -aecle [oe 

But why does it keep stopping? And 
isn't it just rug- (Snip! - Ed) 

Me see an Wisi, * Pa ay 
- fi fy eee 

hy Hrs, ig et a re 
foe a] 

' 

QuarterBack Club, however, takes a slightly 
different approach. While it easily has the ability to 
compete with Madden on a technical front, it also 
offers a little more detail for those uninitiated in 
the way of the ‘first and down’ and ‘nine-yard 
gain’. Every time, for example, your quarterback 
receives the ball from the line-out — or ‘snap’, 
according to those in the know — by pressing the 
right shoulder pad, you can see on-screen which 
button sends the ball to which player. 

STIL eUANAM Malic cucerel SoM Une aCcaN Tom OlAL Celts 
option where each action and its purpose is 
detailed, and, more attractively, a help button that 
can be pressed at any time during play and your 
attacking or defensive possibilities explained. 
Plainly, the benefit of this is massive, especially to 
those unfamiliar with the stop-start nature of the 
game. Madden, for all its life-like qualities, often 
left you wandering around aimlessly, searching 
furiously for the throw button. And then finding 
yourself getting tackled. 

“at QUAR 
bf ¥ 



AS ey rie eae ACG orn m 
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Ft ge nae a eer Gat) ra id mn Toa 

Z ee ine: 

NSU 
that padding on. 
Still, it'd be a 
ee) 
doctor who’d 
argue with him. 

ae i. Peer Re nCnn S| i es PCa sg 

intricately detailed 
and not even 
slightly fuzzy, they 

The giant buttons 

The matches themselves all boast the vocal 
prowess of Marv Albert — who's been yapping 
away behind the NFL's best matches for years (and 
the quality of the commentary is fantastic 
considering it's packed into a sandwich-sized cart) 
— as well as an option to replay the finest matches 
in the league's annals. Simply nip along to the 
‘history’ facility in the menu and you can choose 
from a list of America's greatest matches. (To 
Americans, this is like us going back and making 
sure we beat the Germans.) 

Another notable feature are the visuals. 
QuarterBack Club is not only unbelievably 
detailed, with gorgeous, clean-cut motion- 
captured players, but also beautifully high-res. 
There's none of the pixel-hiding fuzz that most 
N64 games use to give them their smooth 
appearance, positively wiping the floor with 
Madden 64 in this department. 

And as if all that wasn’t enough, you can also 
create your own team from scratch. Not only can 

TERBACK 
NFL —— oy '98 

8 aman als 

es 
that as well as being 

move ultra-smoothly. 

are the help system. a i 

month for a 
bruising head- 
to-head 
between this 

re and Madden. 

mene ores tl 
PT) 

) 

i 

you rename players, hand them different attributes 
and place them into whatever position (on the 
field) you see fit, but you can build up the actual 
team itself, choosing a name for it, finding a 
location and even choosing its stadium. 

American football, however much we try, isn't 
going to have us worked up into an /SS64-style 
frenzy of excitement. But, for those who buy the 
Madden games year after year after year, it could 
well to be time to think about changing allegiance. 
We'll track down someone who understands all 
this sort of thing properly, someone who Xo 
appreciates the finer aspects of American 
football, and get them to give both games a 
good going over in our Christmas issue. 

a 

Technically, of course, this isn't a shot at 
all. But it is a touchdown and they're what 
American football is all about. So, here for 
your perusal, is how it's done. 

SEA NES es 

— 

Nee WANT 

ll 

HOOT FUNLNA 

Next month Madden 64 and 
TO BE CONTI NUED... Quarterback go head-to-head. 

December 1997 



IMAGINEER’'S FIGHTER IS ALMOST FINISHED - AND OUT HERE SOON! 
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Fighter's Destiny 

OCEAN/IMAGINEER/GENKI 

@ November 

December 

Tt oot. o 5 

COUNTER? 

: ia: 
KNOCK DOWN! 

CT TR Cee ell le lt 
about how they could make their beat- 
Mn Mace eee Qe ee 
and have come up with a system of 
points. Rather than the usual best-of- 
three, first-to-sap-all-the-other's-energy- 
wins rules, it’s the first to get seven 
points who wins. You both still have 
energy bars, but they recharge if you 
stay out of harm's way for a few 
seconds, or if someone wins a point. 
FT lS Med el eth a ae) 
projectile move, making it vital to 
master the defensive controls. 

Issue 9 



SELECT YOUR PLAYER 

nS IN . ce c a 

B® OL boy 
NCH, 

Crt ts 

As far as We can make out there are ten 
Chatacters in Fighter's Destiny, and 
they re all accessible straight away for 
two-player bouts. 

SPARS 119) 
1 ne ae T YAY 1/9 

should be 
on fora 

couple of 
points 

here. Yes 
indeed. 

PUSH START 
MEILING EYVOK. 

KEKKKKK 

STAGEIO 
re) 

| — HY 4887 

1699 ee 

Origin: Japan 
Skills: A\l-rounder 
Details: Almost 
Ryu by both name 
and nature. 

Origin: Mongolia 
Skills: A\\-rounder 
Details: The slow, 
powerful one, it 
would appear. 

Origin: Japan 
Skills: Technical 
Details: We're not 
[tics ip onda 
bi Ccrolnla) (el Mana ela 

Origin: Germany 
Skills: Aerial 
Details: Doesn't 
always win, 

CSUs oa sar yA 

Origin: USA 
Skills: Power 
Details: No relation 
to Super Street 
rset oat AL 
(Honest.) 

Origin: China 
Skills: Quick 
Details: Always 
Vi Talserctmm aaCoMun elena) 
thanks to her easy- 
to-pull-off fireball. 

Origin: France 
Skills: Tricky 
Details: A clown, 
basically. Does a 
spinning move. 

Origin: Spain 
Skills: A\\-rounder 
Details: Er... 

acl) 

STAGE? 
19 On 

ial ar ale 

MEILLING 

KRKKKKK 
MEILLING 

7 

They may well change 
the phrasing here. 

TOTAL TIME 

pe) 

Ue lec ele eee Abdul seems to > 
kept simple. All the fore 
work's gone into the inevitable big, 
way the fighters move. slow one. 

PUSH START 
“og AB P 

Origin: Brazil 
Skills: Power 
Details: He is 34 
years old. 

A) 
| ol 

s 
Z 
La 

4 
Origin: Switzerland 
Skills: Mystery 
Details: The final 
boss, sort of, 
Lira sl aya LAS 
Yulee 
apartment. 

V5 Com 
pions i p ts =s 

re ruse S349 

a 

FHT LTE 

WINNER!! 

ee 
© Ras 

TO BE CONTINUED... 

rete) a cy ae 

wa 
4 Wien ert] 

bashes ome Cs 

Rairgd 

< The loser 
Eye) ee 
a little 

2 A 
hh Eels) 

box in the 
(cola 
ee) 
nice touch. 
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riday, October 24th saw the 
price of the Nintendo 64 cut 
once again, from £149 to £99. 
That means it's fallen by 60% 

since the N64 was released at £250 
at the beginning of March. 

Nintendo's announcement comes 
on the back of the news in last 
month's N64 Magazine that N64 
games will be a bit cheaper as well. 
Nintendo have set a price of £49.99 
for most of the games they'll be 
publishing themselves from now on, 
and have also cut Super Mario 64 and 
Mario Kart 64 down to the same price. 
They're keen to point out that £49.99 
is exactly what you'd pay for flagship 
PlayStation games like F7. Now you'll 
be able to get GoldenEye 007, Diddy 
Kong Racing, Bomberman 64 or 
Mischief Makers for the same price. 

How can something as powerful as 
the N64 be sold so cheaply? Video 
game manufacturers make their money 
from games rather than games 

consoles. The more 
people they can persuade 
to sign up to their console, 
the more dosh they stand 
to rake in from cart or CD 
sales. So profit margins on 
the hardware are kept to a 
minimum — from the point 
of view of both 
manufacturers and shops — 
while games are sold 
relatively expensively. It 
also helps that the N64 
doesn't contain a 
costly CD drive, of g 
course. 

Andrea, N64 
Magazine’s latest 
recruit, is still smiling 
even though she 
bought an N64 just 
two days before we 
found out about the 
latest price cut. It’s a 
gritted-teeth kind of 
a smile, though. 



FLOWER BED ff | OUT OF CONTROL os Saaniied 
bet hae 

Paul's plant seems to have : is é If you're fed up with dull old grey, blue, red, Peal 
= Ls b suspended growth for the f yellow, green and black, Foxdata's new range of 

armel mua Ke ‘custom’ N64 Controllers might be more to your 
despite having been son taste. Although, perhaps ‘taste’ isn't quite the 
transplanted (get it?) from ‘i ule ek MRM OR CU Ce mt 
Merman Coles ore a just about get away with, but Chrome Leopard is 
OU aM Mec >. definitely pushing it a bit (if pleasantly silvery) 
Tite MC One , and Desert Storm is so loud you can almost hear 
fas tLe Bes 71% ee Ne eee mee) ol a Cem ea ol) 

‘ jae, tenner more than the standard-issue Nintendo 
Ce am Cem Lm Om mt) 
by calling Foxdata on 0113 230 6305. 

COINCIDENCE, 

OR...? 
We note that 
the day news 
broke of the 
N64's second 
price cut, the 
Hong Kong 

stock market 
crashed, sending 
ripples around 
the world of 
finance. 

It's the norm for console hardware 
prices to fall sharply as time goes by, 
particularly in the run-up to 
Christmas. And the three-way battle 
between Sony, Nintendo and Sega 
has been fiercer than anything seen in 
the old 16-bit days. But up till now, 
Nintendo have been letting Sony call 
the shots, and have been left looking £300 
sluggish and out-of-touch. Launching 
the N64 at £249, for example, was 
foolhardy to say the least, and Sony 
immediately took advantage by 
chopping the PlayStation down to £200 
£129, forcing Nintendo's first 
controversial price cut a couple of 
months later. But now it's Nintendo 
making the first move. It remains to £100 
be seen what Sony will do in 
response. As we went to press they 
reckoned they'd stick with their 
current price unless PlayStation sales 
start to suffer noticeably. 



Ture Coe Reem LS mold 
surprises at their Nintendo Space 
World '97 show in Tokyo at the 
end of November. There'll be a 
couple of new Paks on show, 
Tite oF Mm Colm UCM) erage 
Pocket Monsters game, and a 
new game too: a snowboarding 
CML Cm EIA e em 
Miyamoto is working on. Watch 

mE Ue tel Ca 

There's an N64 light gun on the 
way in the New Year. The Pulsar is 
TU eect) elle ea 
Eee MULL Ger-(e Ma Come Lle} 
POE meme lel me 
First of all there's force feedback 
to simulate recoil, just like the 
Time Crisis coin-op's gun. Then 
there's a reload button, so you 
OCMC ROM ole mel 
its target when you run out of 

bullets. And there's also an auto 
reload function that restocks you 
CaM eMart 
ee Ce meu a ene 
InterAct plan to launch the N64 
version of the Pulsar next spring, 
Pm MND Leo a 
coincide,” they say intriguingly, 
“with the availability of 
olor LiLo e Ue AE Lace Le) 
they mean? 

Did you get your free ‘I, Spy’ 
poster magazine all right? And 
your free incredible N64 
Magazine stickers? (UK copies 
only, possibly.) Good. Well, if you 
reckon they’re great (which they 
are, obviously), be absolutely sure 
NO CMM Uma moll 
N64 Magazine. Not only will it be 
bumper-sized, and packed with 
Christmas-related goodies — 

Taree la -ma MeULMs 
it-all-the-way-through, stuffed- 
with-playing-tips review of Diddy 
Kong Racing — but it'll come with 
rd LA Le Cole) 

to a Nintendo-related magazine, 
ECM cer eee oe elt 
It's out on Friday, 5th December. 

CUA eC ela 
Ue me es (CRU MnerEoe 
before opening time! 

TOPGEAR STEERING WHEEL 
Logic 3 ¢ £70 * 0181 900 0024 

We're often asked: “Should | buy a steering 
wheel for my N64?” And the answer we 
have to give is: “We've no idea.” You see, 
like chocolate, and Ferraris, and having 
Saturday off, they're a luxury item. No-one 
actually needs one. But if you've got 
money to spare they do add a certain 
frisson to racing games. 

We slightly prefer the TopGear wheel 
to the V3 one (N64/6 75%). And here's 
why. For starters it's got a Leatherette- 
effect-style covering on the wheel itself, 
which makes it nice to hold. Then, 
to the side of the wheel there's 
a gear-stick. You've got to 
be bananas to use manual 
gears in any racing 
game, but it's nice to 
have the option. 
The pedals are 

SUPERPAD 64 
InterAct « £20 * 01204 862026 

We've been a big fan of these Superpads 
ever since reviewing the ‘Plus’ version, with 
its nonsensical autofire and slow motion 
back in N64/2. Not only are they sturdily 
constructed, with a particularly 
nice feel to the 
analogue stick, but 
they actually 
make an 
attempt to 
improve 
upon 
Nintendo's 
original 
design. By 
going for just 
two ‘prongs’, 
with the D-pad 

(LGR 

New Goods 

analogue rather than digital like the V3’s, 
which is great for racing games that allow 
you to use the analogue stick for 
accelerating and braking. (They're still too 
light to rest your feet on, though, so it's 
ankle-ache ahoy.) And finally, if you've got 
a PlayStation or a Saturn as well as your 
N64 it'll work with that too. 

On the downside, the TopGear can't 
be clamped between the thighs like the V3. 
Instead you have to either put it on the 
floor and lie on your tummy, in which case 
you can’t use the pedals, or put it on the 

table in front of your telly, in which 
case it obscures much of the screen. 

It's probably possible to arrive at a 
solution involving things 
propped up on telephone 
directories, though. 
The construction's solid, it 

works well (although, as usual, 
stick to the Nintendo 

Controller for Mario 
Kart) and, at a tenner 

less than the V3, 
this would be our 
wheel of 
choice. If we 
could 
afford 
such 

luxuries. 

and joystick concentrated on the leftmost, 
the Superpad allows you to access both the 
L and the R buttons at the same time as. 
waggling the joystick, which is ideal for 
strafing in Doom 64. The only snag is, you 

then have to use your middle finger 
for the Z-trigger, which doesn't 
feel quite as natural as your index 
finger. The other good thing is 
that the C-buttons are placed 
just a little more accessibly 
than Nintendo's, making this 
pad better for beat-'em-ups 
like Dark Rift that use them a 

lot. All of which makes this the 
best budget-priced pad money can 
buy, we reckon. 

Game Boy 
inventor killed 
in car crash 

umpei Yokoi, the 

inventor of the Game 
& Watch, the Game 
Boy and the Virtual 

Boy, has been killed in a car 

crash. Yokoi left Nintendo after 
the failure of the Virtual Boy, 

set up his own company, and 
was producing a pocket LCD 
‘snake’ game. 

Yokoi's death followed a 
minor accident in which he 
collided with the car in front. 
While inspecting the damage 
beside the road he was hit by a 
passing car, and died in hospital 
a couple of hours later. 

While Yokoi left Nintendo under something of a cloud last year, it’s his 
greatest invention, the Game Boy, that is currently keeping rN) 
Nintendo in profit in Japan. And even the Virtual Boy was 
technically excellent, as Wil, one of its biggest fans, will confirm. 

WIN! 55 GAMES 
hose 55-in-1 keyring games are back, with their assorted 
variations on Tetris, Pole Position, Galaxians and Snake. They're 

currently being sold via mail order for £7.99 by the Japanese 
Keychain Company (01302 830515). And we've been sent 20 

of them to pass onto you, our cherished readers. If you'd like one, send a 
postcard with some connection — however tenuous — to Tetris, racing cars, 

a alien invasion or snakes to us at: 
Um... 55-in-1 Competition, 

N64 Magazine, 29 
Monmouth Street, Bath 
BA1 2DL by Wednesday, 
December 31st 1997. 
The first 20 we 
pull from Tim's 

ear will win. 



All American NFL™ action 

in the most impressive 

game ever. i: On OT 

game with all the teams, 

all the players and the 

heard NFL™ et 

TAAL] 
TAKE IT TO THE EXTREME 

Kc 
ENTERTAINMENT 

The NFL Quarterback Club is a trademark of the National Football League. Team names, nicknames, logos and other indicia are trademarks of the teams indicated. 

TM / © 1997 NFLP. The PLAYERS INC Logo is an official trademark of the National Football League Players. All Rights Reserved. Cover photography © Vincent 
Manniello, sports-Chrome-East/West. Developed by Iguana Entertainment. Nintendo 64 and the 3-D-“N” logo are trademarks of Nintendo of America, Inc. © 1996 
Nintendo of America. All other trademarks are trademarks of Acclaim Entertainment, Inc. TM / © & © 1997 Acclaim Entertainment, Inc. All rights reserved. 



ee 
Ugo 

Nuozo 
of Liverpool 

has 
drawn 

an 
oddly 

muscular 
Bowser 

creeping 
up 

on 
a 

spookily 
de-cartoonised 

Mario. 
Thanks! 

Several 
pencils 

have 
clearly 

given 
their 

lives 
in 

producing 
two 

drawings 
by Andrew 

MacDonald 
this 

month. 
The 

first is an 
optimistic 

Lara 
Croft... 

...and 
the 

second 
is...well, 

a sort 
of mizare 

mixture 
of amply 

proportioned 
girls, 

a fireplace, 
some 

birds, 
a fish, 

a city and 
an 

eye. 
Er, thank 

you! 

Matthew 
Cartwright 

of Chippenham 
sent 

us 
some 

Dragonball 
Z cards. 

(Try our 
fanzine 

feature 
on 

page 
84 

for 
help with 

your 
project, 

Matthew.) 

Eerily 
predicting 

that 
we'd 

award 
the 

game 
a 

‘Star 
Game’ 

badge, 
Stephen 

Cairns 
has 

assembled 
a 

Lylat War. 
montage. 

A 
badge 

be 
forthcoming. 

@
 

We've 
lost the 

name 
of the 

artist 
of this 

fine 
highlighter-pen-covered 

Mario 
ka 

64 
picture. 

If he or 
she 

would 
like to 

write 
in we'll 

forward 
a 

badge. 
@
 

Blank 
space 

that's 
still 

annoying 
us. 

(Do 
you 

have 
anything 

that 
might 

fill it? Then 
send 

it 
quickly 

to: 
The 

N
6
4
 
Board, 

30 
M
o
n
m
o
u
t
h
 

Street, 
Bath 

BA1 
2BW.) 



Now pay attention 007, there’s a lot of detail in this one. Thirty different means 

of assassination, twenty missions, the best gadgetry and more of your old 

Taal MAM Cale BL P-teal ecole tes eel aT lal Talay ered Om are Cele ate 

Now this device is optional but sure to come in useful, it’s just come back From 

successful tests in the Lylat Wars. 

Lata tersen Hi eon Lalo aston TTC LOM hal Oe CSL ae) (NL 

TC PENT 

RUMBLEPAK 
Br ich oe 

eS 

Ie mSlitae 
AUT Sor) LeeAnn) od =) ae LaTo e Tel al L002 

weapons right in the palm of your hand. Remember 007, the destiny of the free 

world hangs in the balance so do make sure you use that analogue controller of 

yours, | really don’t know how we ever managed with those old digital ones. 

Oh, and do be careful 007. 

“Sheer unadulterated Bond brilliance. You cannot buy better” 

E BY MONTY NORMAN. USED BY PERMISSION OF EMI UNAR 

3) il 
By a Cu) 

THE FASTEST MOST POWERFUL GAMES CONSOLE ON EARTH 



Updating 
Cy 
Te 
games of 
the future 
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SNOWBOARDING _ 
NHL BREAKAWAY 

OOK SRETZKY'S 
y KEY '98 
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FUSHIGI NO 
_DUNGEON 64 
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oF oe ecia 

ne, two, ski! 
ood news filters through from 
Japan this month where 
prolific N64 developers 

wm |magineer (Multi Racing, 
Holy Magic Etale, Fighter’s Destiny, 
Dynamite Soccer, King of Pro 
Baseball) are putting the finishing 
touches to Snow Speeder, a ski and 
snowboard game. 

The game features three different 
mountain courses as well as six 
competitors bent on some low-friction, 
gravitational action. Whether any of 
these Alpine types will have long 
frizzy hair, Oakley sun glasses, No 
Fear T-shirts and a penchant for 
saying “Radical wipeout, dude” 
remains to be seen. 

Along with the option to ski or 
board, races can be set up in three 

MOUNT EASY 

ll — 

different ways: Alpine, Gate and Pole. 
Although it's not yet clear exactly what 
these mean, we'd wager they are 
(respectively) free race from top to 
bottom, race along a set route passing 
through alternate colour gates and 
slalom. The game also features a 
‘learning’ system whereby your chosen 
character can gain experience in 
handling speed, turning and stamina. 
Sounds like good stuff to us. 

Those of us unfamiliar with the 
intricacies of down-hill sports will be 
unaware of the variability of snow. 

27 oc cermanennmnerann cer ote anne anna ees esemam sem symone Tit 

However, in a bid for total realism the 
game models the soft powdery freshly- 
fallen stuff, the harder more compact 
variety, and the terrifying melted and re- 
frozen ‘Icebahn’. Apparently the harder 
the snow, the harder it is to turn and 
control your board or skiing, drastically 
increasing your chances of an imminent 
visit to Casualty. 

If you don't fancy participating in 
the real thing, Snow Speeder could 
provide some icy competition for 
Konami's Olympic-licensed 
Nagano this winter. 

Lj 052 
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A bit of speed skating. 
Nice motion-capture 

ae eter a 
tedious as you like. 

Say what you want 
about Eddie The Eagle 
but he certainly had 
courage. Or iron-plated 
Pelee 

UN) 2 ae ed eel Re emt 
railway line when it snows. Except faster. And 
Pek wg eRe A 

NTN ee ge A ee: 

e got our shivering 
hands on an almost- 
finished version of 
Nagano this month, and 

it's certainly come on a long way since 
we played it for last issue's Future 
Look. The slight choppiness has 
disappeared from the graphics and the 
events are all working properly together 
so that, the odd crash notwithstanding, 
it was possible to play through the 
whole Winter Olympics almost as if we 
were actually in Japan early next year. 

The title of Scariest Event would be 
a toss-up between the downhill skiing, 
the ski jump, the bobsleigh and the luge. 
(Assuming you could find a four-sided 
coin, obviously.) The ski jump is 
immediately terrifying: you stand at the 
top of a near-vertical drop and then 
push yourself off towards what seems 
like certain death. It's all the scarier in 
3D as the ground rushes up to meet 
you. The downhill skiing starts 
straightforwardly but, as you gather 
speed, Konami's graphics give a nerve- 
wracking impression of trees zipping 
past. You'd have to be insane to attempt 
the bobsleigh and the luge in real life. 

‘Rad'-est event would be either 
freestyle skiing aerials or halfpipe 

KONAMI @ | DECEMBER | BSRQ January 

snowboarding. Both involve you 
specifying the ‘moves’ you're going to 
‘pull’ before you start, and then tapping 
in beat-'em-up-style button sequences 
when your bloke is airborne. 

Most traditional event would be 
speed skating, which harks back to the 
sports games of old by having you 
waggle the joystick rhythmically to make 
your chap pick up speed. 

And most incomprehensible event 
would definitely be curling, which not 
even Konami's representatives could 
fathom. 

Nagano is already the best 
Olympics-type game we've seen since 
Hyper Sports. When it's finished 
we'll give it a thorough four- Q 
player reviewing and report back. 

Eager Winter 
Sports Waiting 
Snowbow Kids 
Snowbow Kids looks to be doing for snowboarding what Mario 
Kart and Diddy Kong Racing have done for straight racing games. 
Instead of the accurate polygon models of Nagano or Snow 
Speeder, the characters in Snowbow Kids are super-deformed 
cutesy types similar to Power Pro or King of Pro Baseball blokes. 

The game offers players practice, straight race and stunt 
modes on either grass (eh?) or snow slopes. The landscape is 
typically cartoon-like, and all the 
objects you come into contact 
with follow this cuddly theme. 
Quite how well this approach will 
go down in the West, where 
we're more used to the real-life 
approach of games like the 
PlayStation's Cool Boarders, 
remains to be seen. 

The tiny pictures that have 
appeared in Japanese mags so far 
suggest a game without the 
visual polish of many of the 
mainstream N64 titles and there 
seems to be a long way to go 
before it's finished. However, if 
Altus want to get Snowbow out 
for the winter sports season, 
they're going to have to get 
weaving or pray that the weather 
holds off. 

Twisted Edge Snowboarding 
Having triumphed with Top Gear Rally, Boss have turned their 
considerable talents to the snowboarding game Twisted Edge. 
Understandably, the game is still very much in its early stages but a 
stunt/race system along the lines of Wave Race seems to be very 
much the order of the day. 

With things so early, very little is known about the number of 
courses or what they will feature. However, it is known that Boss 
are planning to include alternative routes down their mountains 
with varying steepness and obstacles. Racing characters will, 
perhaps unsurprisingly, boast different strengths and weaknesses. 

NHL Breakaway 
Acclaim's answer to Midway's Wayne Gretzky is another game 
we're going to have to wait for. March is the month provisionally 
highlighted on their release calendar and, as seems customary with 
N64 developers, they're being unhelpfully tardy in the screenshots 
and info department. Ice, hockey players, pucks, organ music and 
an official will — almost certainly — figure largely. 

Wayne Gretzky's 3D Hockey ‘98 
For many, Gretzky was the 
perfect mix of ice hockey 
simmery and high speed arcade 
action. However, many serious 
puck aficionados felt that the 
game wasn't an accurate- 
enough representation of the 
sub-zero team sport. 

With Wayne Gretzky '98, 
Midway are addressing these 
perceived problems, tightening 
up the game and making it a 

more of a straight rule-infested simulation. Teams will now be made 
up of the full complement of players and the goalies — they promise 
— will be a good deal less spasmodic in their shot-stopping activities. 
Similarly, defence players will be less inclined to whizz up field and 
more partial to actually defending their goal. Super. For gamers less 
enthralled with all the real life rule stuff - N64Magazine is still at a 
loss to understand the mysteries of ‘icing’ — there'll also be a less- 
complicated arcade mode. 

Graphically, the improvements made so far to the game appear 
to be rather minor, with players reporting very little improvement 
over the original. Still, it's very early days yet... 
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he big Yoshi news this month 
is that the game now has a 
definite-this-is-it-we-mean-it- 
this-time release date (Just 

like your magazine - Disgruntled 
Reader). It’s the 12th of December in 
Japan, a date now triple underlined 
with red pen on the N64 wallplanner. 
The 12th! That's only 28 days! 

However, when new pictures of 
Miyamoto and co's next extravaganza 
arrived on our office doorstep this 
month, they — sadly — appeared 
alongside no new game information 
whatsoever. Not that we really expected 
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Nintendo of Japan to suddenly feed us a 
slew of game factoids. 

Still, by the very beauty of these 
stonking new screenshots — and the 
well-acknowledged, concrete-solid 
nature of Nintendo's past releases — 
you'd wager any level/character/ 
scenario-style happenings would fit in 
snugly alongside a game that looks 
ever more magical each day. 

And, if our exclusive four-page 
meanderings through the heart of 
Yoshi's Story weren't enough for 
you last month, here's a healthy ® 
spadeful more... 

© 1997 Nintendo 
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Maybe because 
cars all look 

the ones out of 

Racer. Huh? VEN 

ooking forward to 
Turrican 64? Of 
course you are. But, 
you'll have to wait 

longer than you thought. 
See, Factor 5 - the company 
originally pencilled in to do 
Turrican in 64-bit - have 
failed to reach an agreement 
with Soft Gold, the European 
publisher who still hold the 
rights to Turrican. So, 
instead, the game formerly 
known as Turrican 64 will 
actually be titled - 
ludicrously - Thornado. 
(And, in the process, cease to 
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have anything to do with 
Turrican at all). It will, 

though, be the game that 
Turrican was going to be. 
Phew. 

So, what can you expect 
from Thornado? Well, wind 
weapons, for starters. 
(Though quite what the aitch 
has got to do with anything 
we're not sure). Presumably 
things need a bit of livening 
up in outer space as the 
Tornado Gun herein provides 
a building-obliterating blast of 
blowy stuff - as does the 
similarly refreshing Hurricane 

ew pictures this month from 
Seta HQ of Rev Limit, the 
N64's fourth serious rally 
game, and the last to be 

released before Chrimbo (hopefully). 
Its firm November release date, 

though, has been knocked on the head 
after Nintendo of Japan had a quick 
gander at it and deemed it in need of a 
bit more work. So it's been taken in- 

house at Kyoto for some industrial- 
strength tweaking. (Allegedly, Big 
Cheese Yamauchi turned the Seta staff 
into stone when he stared at them after 
playing it.) 

Quite what will be done to the 
game by Nintendo isn’t clear but it 
should ensure the release date is 
nicely pushed back to December. 
A review soon. We hope. 
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Gun. More traditional 
weapons are also included as 
is the old SNES platforming 
favourite, the Grappling 
Beam, which allows you to 
swing from one point to 
another (in Castlevania style, 
hmm?). 

Weapons aside, not 
much is known about the 
newly-revised Turrican but 
here's hoping it doesn't even 
compare with Factor 5's last 
console venture, Rebel 
Assault 2. More 
information very soon g 
we hope... 



Believe it or not, this month's 
Zelda update takes second place 
to some brand new RPG news! 

TTT Fexete) 
and 

FUSHIG! NO DUNGEON 64 

ood news for N64 owners who have ever 
dabbled in that most pointy-hatted of 
hobbies, Dungeons and Dragons. Japan's 
most famous console version — Chun 

Soft's ‘Mysterious Dungeon’ series — is on its 
way to the Nintendo 64. 

For those still scratching their heads in 
confusion, the easiest way to. understand how this 
popular series works is to imagine a typical 
Japanese RPG, but set entirely in a dungeon that is 
randomly generated each time you play. Although 
you'll meet and battle familiar monsters the layout 
of each game is completely different. 

The series originally started as a sort of Dragon 
Quest spin-off, with fat adventurer Torneco 
starring in Torneco's Great Adventure. Since then 
there have been Mysterious Dungeon games on 

urrah! Never a month 
seems to go by where we 
don't get some new titbit 
or other about how 

Zelda's shaping up. And thank the 
celestial magic of the Triforce that 
this month is no exception. 

First of all, last issue’s mystery of 
Link appearing in screenshots as a 
child: seems to have been neatly 
incorporated into the storyline. The 
Tower of Time is where everything 
happens, and you can expect to see 
Link-in full Marty McFly mode as he 
travels back and forth in time in search 
of arch nemisis Gannon. 

But Link returning to his childhood 
is more than just a cosmetic change. 
Young Link (as we've seen fit to dub 
him) makes use of a different set of 
weapons to his grown-up other-self. 

bless). 

Link's horse: 

next month. 

Instead of the bow. and arrow he'll use 
a sling shot, and whereas Old Link 
wields a hefty sword, Young Link can 
only manage a pokey little dagger 
with which to-defend himself (ahh, 

The youngster also draws the 
short straw when it comes to 
transport. The horse that’s recently 
been appearing can only be ridden 
by the older Link. But fear 
not, you'll be pleased to 
know that the youngsters 
inability-to gallop off into the 
sunset is more than made up 
for by the game giving the 
player the ability to name 

As always expect 
lots more Zelda: news 

the Super Famicom Uapanese SNES) 
and the Game Boy. Even the mighty 
Square have enlisted Chun Soft's help 
in creating their own Mysterious 
Dungeon for the PlayStation, starring 
Final Fantasy’s Chocobo, 

Although it's still early days, and 
Chun Soft aren't saying whether or 
not the project's bound for disk or cartridge, N64 
Magazine will'stick its knarled wand ‘of perception 
out and say that a 64DD game is by far the most 
likely option. And with Nintendo revealing that 
there is actually more third-party DD development 
than there is for cartridge, a formal-announcement 
at Nintendo Space World ‘97. later this 
month would seem a certainty. We'll get 
James to keep a-beady eye out. 

Te OL Cd 
(Dungeon Of Mystery) for the SNES 
was a huge success in Japan. Even 
though none of the games have ever 
been released in the West hopes 
remain high for the newly announced 

eye te 

Link travels back in time to his younger self with 
the help of the Ocarina of Time. 

| The list of strange items in Zelda seems to change 
almost daily. Miyamoto’s latest revelation is the 
mysterious Writing Stone. Could it be this that 
ENEMY m Mia yell me iam < Meme ed 
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huge arcade version of it too), this game is 
short on thrills but surprisingly high on 
tension. 

The TV game works like this: people dress up in a 
helmet, goggles and skateboard-style protection kit and, 
amidst truck-loads of dry ice and a big fanfare, try to 
take a metal pointy thing along a special course without 
touching the metal guide rails. Yes, basically, it's a giant 
replica of that frustrating Sunday féte game where you 
had a little stick with a hoop on the end and a bit of 
bent copper wire, wired up to an electric doorbell. 
Naturally, it's all cooked up big-style for the TV and, 
along with the silly get-up the contestants wear, there's 
a great big flash of electricity and an impressively loud 
bang when you mess it up and hit the sides. Added to 
that is the vital and extremely attractive ingredient of a 
¥1,000,000 prize if you make it to the end — that's 
about five grand in real money. 

The metal rail course is generally broken into three 
stages and there's an unforgiving time limit imposed on 
the proceedings, which increases the challenge 
considerably. Each stage is broken by a gate which 

B ased on a weekly Japanese TV show (there's a 

Rye) CMe 
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he final 
configuration for 
Aero Fighters 
Assault has at 

last been confirmed by the 
Japanese half of the game's 

Prepare 
take off 

AERO FIGHTERS ASSAULT 
PARADIGM/VIDEO |, CS _.,|SZ.. SVS TENCELIPPIM 64M | NOVEMBER 21 | BAIS TBA 

can have up to three wingmen in 
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a 

Hectic electric 
DECEMBER ESS Never « 

allows you to rest ready for the next bit. The course 
itself though is miles more difficult than that féte game, 
comprising sets of non-synchronous wheels, opening 
and closing flaps, rockers and other strange 
machinations. That would be hard enough but then the 
actual rails also twist and turn in three dimensions. Not 
as easy as it looks, eh? A literal translation of the game's 
title comes out as ‘Electric-current frustrating stick’. 

Courses include the exact one used on the telly, 
along with a new one specially for the N64 — you even 
get in-game announcements from the TV show's 
excitable host. The whole thing is rather underwhelming 
considering the capabilities of Nintendo's machine and 
the bog-standard nature of the game, but if the 
developers manage to bring in half of the tension, and, 
frankly, irritation, of the original then they may 
well have a winner on their hands — only you 
don't get to win a million yen. © 

xe teed Biterceson 

shock from playing Sega's truly 
development partnership, Video 
System Supply. It seems the game 
will be a seven-levelled shoot-'em- 
up, along the lines of Afterburner, 
with four extra missions as 
bonuses. 

Players will be able to pilot any 
one of five real-life planes and you 

0 (NOM... 

support of your aerial attack antics. 
We have to admit that we're a 

bit worried about Aero Fighters. The 
version Tim played at E3 was, and 
we quote, “dump”. Seven levels 
with four as bonus? Hardly sounds 
like a game that'll be troubling us 
for months. Finally, James is still in 

awful Sky Target on the Saturn - a 
game that this bears an all-too 
worrying resemblance to. 

There's no room for cynicism in 
N64 Magazine, though, and issue 
11's review will approach the 
Aero Fighters Assault open of g 
mind and fresh of finger. 

An ear to 
the ground 
Reports abound in Japan this 
month that Capcom's N64 puzzle 
game (still, as yet, untitled) will be 
based on Tetris and star Mickey 
Mouse and Donald Duck. 
Spokesperson Noritaka Funamizu 
certainly pointed towards this, and 
the inclusion of Disney favourites 
Mick and Don wouldn't seem so 
out of place considering Street 
Fighter's makers have, previously, 
Flee) (eM AMONG MN CUM MURS 
with Mickey's Magical Quest et al. 

Mission: Impossible, then. 
Once scheduled for November — 
that's now — then March '98, it's 
now’slipped to an unannounced 
date beyond that. The troubled 
title, currently nestling in the Gallic 
tinged Infogrames nest (readying 
itself for some Grade A tweaking), 
is, rumoured to have cost Ocean 
and their French partners a cool £2 
million over the past three years. 
And, sadly, the latest footage 
doesn't look too hopeful either. 

A new video of Castlevania 64 
has been bandied about by Konami 
‘in Japan over the past few weeks 
with a significant story twist to 
accompany proceedings. It would 
seem there are now four main 
characters: Schneider — Simon 
Belmont's second/third 
/fourth/something cousin who's 
also a vampire hunter — magical- 
power-woman Carrie, fighter-bloke 
Corler and acrobat Cornel. Nice, 
idarete 
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Rugrats, that compelling Live 
and Kicking-filler on a Saturday 
morning, is being turned into an 
N64 game by wrestling pioneers 
TeHQ. The details are a bit sparse * 
at present but rest assured it'll have 
Chucky, Angelica, Tommy and 
those twins with the spoddy eyes in 
it. Obviously. M 5a 

And, finally, Freak Boy. What 
cote < Moll em mC eal cns(-1o 
then cancelled, then confirmet 
then cancelled and now it's been 
confirméd again. But Virgin t 
remaining schtum. (In trut 
wager, they don't even — 
know). So, expect anothe 
cancellation soon:.. — 



The latest information on every Nintendo 64 game 
currently in development world-wide, updated monthly. 

Eager Waiting 
ich new Nintendo 64 games 

are we most looking forward to? 

Gane name Publisher Type Country Game name Publisher | Type Country 

4 MK Mythologies: Sub Zero Midway FGT US 30 Nintendo SPT US 
7__| Goldentye 007 Nintendo Act UK 76_| Banjo-Kazooie ACT US/UK/IPN 
41_| Madden 64 EA SPT US Conker’s Quest ACT US/UK/JPN 

San Francisco Rush Jungle Emperor Leo Nintendo ACT JPN 
Bomberman 64 Nintendo Mario Artist 64DD Nintendo ETC JPN 
Top Gear Rall Nintendo Pocket Monster 64DD Nintendo RPG JPN 

RAC Us Sim City 64DD Nintendo SLG JPN 
Famista 64 Namco SPT JPN Sonic Wings Assault Video Sys. SHT JPN 
Lamborghini 64 Nintendo Zelda 64DD Nintendo RPG JPN Date Nem 64 a 

JPN SHT US 
UK RAC UK 

Final Doom 2 GT Us pr z JPN 
Us pr SPT US 
UK wint. | NHL Breakaway ‘98 Acclaim SPT US 

WCW vs NWO: World Tour US wint. | Unreal GT ACT US 

Yoshi's Island 64 Nintendo ACT JPN Body Harvest Nintendo SHT US 
64 Ozumo Bottom Up SPT JPN Earthworm Jim 3D Interpla’ ACT US/UK 

F-Zero 64 RAC JPN/US/UK 
6 Diddy Kong Racing Rare RAC UK Flights of the UN Video Sys. SHT JPN 

42_| Mischief Makers Nintendo ACT UK Forsaken Acclaim ACT US 

US/UK/JPN 
Konami Jurassic Park 2 Dreamworks] = US 

Pop earkaly | teres — rr Legend of Zelda 64 Nintendo RPG US/UK 
Biofreaks Midwa' Mother 3 JPN 
Holy Magic Centu Imagineer RPG JPN NBA Jam 98 Acclaim SPT US 

Hyper Olympics Konami SPT JPN Quake 64 GT SHT US/UK 

Nagano Winter Olympics Konami SPT JPN Quest 64 RPG US 

Zelda 64 Nintendo = US 
Sim Copter Maxis SIM US 

aut [Flying Dragon Fist Twin [Culture 8. [= Super Robot Spirits Banpresto = JPN 
aut. Superman 64 Titus ACT US 
aut. Ultra Donkey Kong Nintendo ACT JAP 
aut. | Morita Shogi 64 

aut. | Rev Limit Seta RAC TAP 7th Legion US 
aut. | RoboTech: Crystal Dreams Gametek SHT US Actua Golf SPT US 
aut. | Sim City 2000 Imagineer SLG TPN Blade & Barrel SHT JPN 

wint| Fighter's Destin: Imagineer FGT Cavalry Battle 3000 JSS JPN 
Aero Fighters Assault Video Sys SHT Creator Nintendo JPN/US/UK 

g ASCII RAC JPN Cu-On-Pa T&E Soft PUZ JPN 

5 US Daikatana fon Storm SHT US 
Optical = JPN Dracula 3D (Castlevania 64) Konami ACT JPN/US/UK 

Dual Heroes Hudson FGT JPN Freak Bo: Us 

Acclaim GEX: Enter the Gecko US/UK 
FIFA: World to World Cup EA SPT US/UK Jack and the Beanstalk Nintendo = JPN/US/UK 
Final Round 64 Konami SPT JPN Jeopardi Gametek PUZ US 

Flight Simulator™ Video Sys JPN —_[Dikkyo Golf Tournament 98 JPN 
Golf Nintendo TPN Kindaichi’s Accident File Hudson [oes TPN 

: Human a 2 US 
JPN New Japan Pro Wrestling Hudson SPT JPN 

RAC JPN/US/UK Paperboy 64 Mindscape = US/UK 
Legion X Hudson = JPN Pro Baseball King 2 JPN 

Bandai JPN Robotron X Us 
Mischief Makers Nintendo ACT UK Silicon Valle; US/UK 
Mission: Impossible Ocean ACT US/UK/JPN Snowbow Kids Atlus JPN 
Namco Baseball Namco SPT JPN __| Snow Speeder Imagineer JPN 

Imagineer JPN Super Mario 64 2 Nintendo JPN/US/UK 
i Midwa JPN/US/UK 

Tonic Trouble Ubi Soft E Us 
Space Circus Ocean US/UK Turok 2 Acclaim SHT US/UK 
Super Real Island Seta JPN Turrican 64 Factor 5 SHT Us 
Tamagotchi 64 Bandai JPN Twisted Edge Snowboarding Kemco. SPT us 
Tokon Road Hudson SPT JPN Ultra Descent Interplay SHT US/UK 

Ultimate Racer Acclaim RAC US VR Baseball US 
Ultra Combat GT = US Wetrix US/UK 
Wet Corpse Vic Tokai = JPN Wheel of Fortune US 
Wild Choppers Seta SHT JPN © working title 

| World Championship Wrestling THQ SPT US 3 
XSW-1 Video Sys JPN 

wal Nagano Winter Olympics Konami indi iu SHOOT-'EM-UP 

[sa] action —[Jrousrtarnccane] J] SIMULATION | Mystical Ninja 64 
G.AS Pi-Fighters’ NEXTeam Licisfrichtinc came |" as] sport [TAs] Racinc | 
Yoshi's Story Nintendo | TACT US [oes] strarecy [py si] Boaro came | («| miscettaneous| 

TOP 5 S/Z2|TOP 5 TOP 5 TOP 5 «. 
IN THE UK Za | IN JAPAN IN THE USA IMPORTS 
Source: ChartTrack Source: Dengeki 64 + Famitsu 
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and shy around strangers. 

monster. 

2 INO... 

A That'll be the popular Pikachu ~ sickeningly cute 

he latest announcement from Nintendo 
Japan comes in the form of Pikachu Genki 
de Chu (Our mystery game on page 17 
of N64/. - Ed), an N64 cart game that 

they're planning to release next year. The Pikachu of 
the title is one of the most popular characters in the 
Game Boy version of Pocket Monsters, and he 
appears in the N64 game as a cute, 3D polygon 

Cy 1 7 Nintendo / MGM 

Monthly report from inside the home of Nintendo 64. 
By Game Japan/Recca-sha Corp. (www.rep.co.jp/recca/) 

? Playing with 
Pikach 

Popular Pocket 
Monsters 
character in 
new N64 game 

The idea is that, while wandering around Tokiwa 
woods, you meet Pikachu and then play with him and 
talk to him. Although he's shy at first, and will run away 
when you follow him, if you're kind to him he turns out 
to have the same voice as in the TV anime version of 
Pocket Monsters. While this isn't the same as Pocket 
Monsters 64 itself (Pikachu Genki de Chu is billed as a 
‘communication oriented game’), there are another 
three Pocket Monsters titles in development for the N64. 

ales of game tips books 
have been rocketing in 
Japan. According to the 
country's largest 

distributor of magazines and 
books, Tohan, the chart of the top 
20 best-selling books in Japan 
(‘General Books Ranking’) for the 
first week of October included 
three game guide books. 

Derby Stallion Complete Guide 
(ASCII) was ranked fourth, Saga 
Frontier Kaitai Shinsho (ASCII) was 
in 14th place. And Tenshi no 
Tamagotchi Daihyakka 
(Keibunsha) was at number 19. 
The PlayStation is largely to thank 
for the success of game books, 
with not just big games like Final 
Fantasy Vil and Tekken 2 

Three game books 
spawning books, but also obscurer 
ones like Everybody's Golf and 
Parappa the Rapper. 

Five years ago there were only 
four or five companies publishing 
game guide books but recently, all 
Japan's major publishers of 
entertainment books have got in 
on the act. There are more than 
ten guide books available for 
Super Mario 64, for example, and 
the scramble to publish game 
books is becoming fiercer, with 
companies rushing to be first to 
release books on the latest games. 

There are even games that 
seem to warrant more than one 
guide book. ASCII mainly 
concentrate on guide books for 
Square games and they've 



A monster 
eV ah 
Pocket Monsters steals 
the show 

Z\ Pikachu and a big red 
tomato, or something. 

° To coincide with the Pikachu 
Genki de Chu announcement, 

Nintendo have also revealed plans 
for a Game Boy Pocket Monsters 
add-on which they'll be giving 
away free to Japanese PM fans. 
Naminori Pikachu is a 
special version of Pikachu 
who can, oddly, surf. 

published a series of books with titles 
like “Set up information”, “Data 
book” for game items like monsters, 
“Illustrated book" for game 
characters, “Strategy book" following 
the scenario, and “Complete strategy 
book" for hidden tricks and hidden 
characters. This means that the 
company can make one game title 
earn them money from several 
different sources. 

Best selling books like “Derby 
Stallion Complete Guide” and “Saga 
Frontier Kaitai Shinsho” are part of 
the" Complete strategy book" series. 

_ Tokimeki Memorial, published by 
Konami, is a dating sim. The 
illustrated guide book costs ¥4000 
(about £20) but tens of thousands of 
copies have already been sold. 

If publishing game related books 
and magazines becomes big business 
then you can expect game 
developers to get in on the act — 
Enix already have. On the other 
side of the coin, Kodansha, one of 
Japan's largest publishing 
companies, has recently started 
developing games. It seems that 
console gaming is even 
changing the Japanese 
publishing industry. © 

Stuck? There’s plenty 
of helpful literature on 
the shelves of Japanese 

book stores. 

NINTENDO 

MINI MINI NEWS 

Yoshi Story will wobble 
Yoshi's Island 64 has now officially 
been renamed Yoshi's Story in 
Japan, just as it was a couple of 
months ago for America and 
Europe. And, what's more, the 
game will be Rumble Pak 
compatible. Yoshi's Story will be 
released in Japan on December 
12th, with a UK release following 
liane 

Print Club for Game Boy 
Atlas has just released Purikura 
[Print Club] Pocket: Incomplete 
EE AAMYe Lele) CTEM UCU Lem alo 
game is based on the Print Club 
photographic sticker machines that 
have been covered in previous 
N64 Magazines, and is an 
adventure game in which players, 
take the role of Purikura School 
students and collect Purikura 
frames by taking part in various 
events and mini-games. The goal 
is to collect all the frames and 
solve the mystery of the legendary 
Purikura Queen. 

Your character has attributes 
like strength, popularity and 
MACON AVUA CNM necertsom=r-Celgim ena 

you finish an event, and the game 
Nm OU M- Mtl anita om ually 
that goes around the edge of your 
photograph on Print Club 
machines). Useful features like a 
calendar and a calculator can be 
activated as frames are collected 
and, as in a Print Club machine, 
there are valuable hidden frames. 
Using a comunication cable it's 
possible to exchange frames with 
friends and create two-player 
photographs. 

Sequel to Tamagotchi 
On October 17th, Bandai released 
Find it on game!! Tamagotchi 2 
for the Game Boy. 26 characters 
from Find it at sea!! Tamagotchi 
and Find it in woods!! Tamagotchi 
(the original Tamagotchi keyrings) 
appear in the game, which 
features the facility to freeze 
Tamagotchis and send them to 
sleep. It's possible to have up to 
eight Tamagotchis alive at once. A 
communication feature has also 
been added. The original Game 
Boy version of Tamagotchi 
achieved sales of 470,000 copies 
within two weeks of release, so 
Litem -rel8 (1m aro) oN (O61 
Elnac-Coii) afm sale (egm-laKali(o) gp (N) 



PUANETO 

Max Everingham 

SN 
JAPANESE 

Ko 7E 
Katta! = | won! 

Ht 
Kutshushita = socks 

V\U\aE FR 
ii kutshushita = Nice socks! 

xX UL 
tanoshii = funny 

BO. SLD e 
THEA 
RATTICT— LN 
BEEODT 
WLTHKSE 
Bomely cs 
ano... chotto... sumimasen... 
kanojo no munamoto ni gemu ga 
ochita no de kaishite omotta 
dake desu = Honestly officer, | 
was merely trying to get a game 
cartridge which had lodged itself 
in her chestal area. Q 

Lost and Found 
t's early Christmas present time, 
because I've decided to bring the MRC 
competition to a close. It's a kind of 
mercy killing, really, since none of the 

many suggestions came anywhere near to 
locating the cart. It turned out to be lodged in 
the fold of our spare futon, at the foot of the 
bed. Lodged there, no doubt, by fat kid Jack, 
sorry), who one day will make a fine sleight-of- into her chestal area.’ " (Sorry 
hand magician. about this. — Ed) 

In any case, it became clear that I'd have to Completely wrong, sadly, but capturing the 
find another criterion for awarding the game to mood of my usually tolerant missus with 
someone, so I've decided to choose the most unsettling accuracy. So congrats go to Jim 
imaginative response to my cry for help. The Shaughnessy. Let's hope he finds it more fun than 
winner offered this up: “| would say perhaps your _ he anticipates. Special mention should also go to 
wife has literally thrown it off the balcony in an both Sean Fitzgerald for his inventive ‘rat pack’ 
attempt to draw you away from the N64 (due to solution and to Jamie Stewart who seems to 
excessive cart-loss). So it probably landed in the have sussed the extent of my absent- 
cleavage of one of those mini-skirt wearing 

34 (NOM... 

An Englishman 
in Tokyo 
Our man in Japan has his eye on N64 game 
prices - and, we're sad to report, the local 
schoolgirl population... 

note with no little pleasure that the average price of chief, Mr. Hongo, reports they're considering attending the 
an N64 game here has stabilised at around ¥6,800. next Tokyo Game Show, fast becoming the premier gaming 
This is only about a fiver more than the premium event in Japan and to be held in spring next year. The 
PlayStation games, which is a pretty good state of Nintendo World '97 show (previously dubbed ‘Shoshinkai’) 

affairs and may encourage a faster pick-up rate among should be showing more of the 64DD, including the 
Japanese gamers. Nintendo also appear to be stepping up possibility of owners taking their disks to the local 
the promotional campaign a bit: the company's PR planning _ store for a rewrite, which is an exciting prospect. 

Sock it to "em 
t seemed only days ago that one of Japan's 
finest comedians based an entire hour-long 
show on the concept of scrabbling along high 
streets on his hands and knees and attempting 

to pull high school girls’ socks down. How we laughed. 
Especially when one irate boyfriend starting kicking the ee 
bejeezus out of said Mr. Matsumara after mistaking him for It’s very [> 
some kind of pervert. As opposed to a sad, desperate simple 4 
comedian. Hmm, maybe there's an idea for a game in there. really... 

But now, there's a huge change afoot in Japan - a 
cultural shift is set to shake streetwise high school society to 
its very foundations. According to a recent TV programme, 
and follow-up feature in one of the many fashion mags, the 
seas of hip girls here will no longer be wearing those baggy 
knee-high white socks, termed ‘loose’ in Japlish. Instead, in a 
revolutionary coup of breathtaking audacity, the tight, royal 
blue sock is back! Audiences swooned and male high school 
jaws dropped to the floor as we were told that the baggy 
sock had had its day and was now distinctly passé. Given 
that the most common explanation for wearing these bizarre 
creations was ‘because everyone else does’, the 
pressure is on to make the change and keep up with 
the Nakamuras. Get the blues out or lose out, girl. 

A ~-the white ones 
were just too 
draughty. 

maidens who happened to be 
passing by. But when 
attempting to retrieve said cart 
be sure, in advance, to find out 
the Japanese for, ‘Honestly 
officer, | was merely trying to 
get a game cartridge which 
had inadvertently lodged itself 

mindedness. Maybe next time, guys. 
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Lylat Wars O GoldenEye 007 O F1 Pole Position 64 
Including Rumble Pak {jy | 

a tees (In-store £49.99 SAVE £5) gees (In-store £54.99 SAVE £10) 

(In-store £59.99 SAVE £5) game With 18 detailed missions, game With all the teams, drivers and tracks 

Take to the skies as Fox McCloud, in 4 player mode and enough guns and from the 1996/7 Formula 1 World 

one of the most eagerly awaited space gadgets to keep even ‘Q’ happy, this Championship, life-like damage levels, 

shoot-’em-ups ever. Includes the new game will leave you shaken and pit stops, variable weather and race 

vibrating Rumble Pak to let you ‘feel’ undoubtedly stirred. and car settings, this is one of the 

the action. Rumble Pak compatible. most realistic F1 racing games ever. 

Available now. Available on 7th November. Available now 

Getting your hands on the latest 
games isnt a challenge at Comet. 

Lylat Wars! GoldenEye 007! F1 Pole Position! We’ve got 

all the very latest games for Nintendo 64 at the new Game 

Zone at Comet. 

Our huge range of 

titles also includes 

all the latest ‘must 

have’ games for 

Sony Playstation and Sega Saturn. If you’re after a console, 

we’ve set up all three machines side by side, loaded with 

the latest software, So you can compare the graphics and 

gameplay before you buy. With a wide choice of accessories, 

special offers and of course the lowest prices guaranteed, 

you’ve simply gotta come to Game Zone! 

a For your nearest Comet store with Game Zone, phone 

Try out all 3 consoles in our new Game Zone J free on 0500 425 425 

tRedeemable when you take this page in store. Offer ends 24.12.97. Information correct at time of going to press 20.10.97. Font supplied by Fontastic @http //people.wiesbaden.netsurf.de/kikita/x.htn 
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The C5 is alive! Join us 
as we race futuristic 
bikes at great speed. 

GO TO PAGE 

DARK RIFT 
Muscley men once 
again fight women 
in bikinis. The cads. 

Te T 
ee ee Ne Ue ey 

4X MACE: THE DARK AGES 
i! ) 

GO TO PAGE 

-CLAYFIGHTER 6313 
+ 
7 

GO TO PAGE 54 mS GO TO PAGE 

Because N64 cartridges are so expensive, we won't award our Star Game medal until 
we've played the game right through to the end, no matter how hard it is. As well as 
making sure you'll be getting your money's worth, this means we're able to pack our 
MNCL MCl te Ue ME Ue Eel cae 

ay Ss etree ne: Te hea 
categories mean 

i) VISUALS Ue i. De nates process 
that ensued, Jonathan was fused, 
naturally enough, with James Bond. “I'm 
an early riser myself,” he commented. 

GoldenEye 007 B 

Andrea Ball 
New girl Andrea seemed to have 
become a civilian, but then pulled out 
a D5K Deutsche. “I'm in charge now!" 
she yelled. “Everyone get writing!” 

Dark Rift 

The N64 can produce gob-smacking graphics that are 
light years ahead of other consoles. Does the game in 
question reflect this? 

9) SOUNDs 
Are the tunes any good? Or are they best turned off? 
How about the sound effects? Atmospheric and 
useful? Or a bit embarrassing? 

9) MASTERY | 
With the Nintendo 64 being so ‘special’, how well 
does the game make use of the incredible hardware 
at its disposal? Or would it work just as well on any 
other console? 

Wil Overton 
Wil became genetically entangled with a 
Russian footsoldier. Promptly getting 
shot in the arm by Jonathan, he cried: 
“You've made me drop my East Wind!" 

Diddy Kong 

Paul Jarrold 
After the accident we couldn't seem to 
find Paul anywhere. Boris kept waving 
at us, though. “Guys! It's me!” Boris 
kept saying. “It's me, Paul!” Weird. 

Mace 

Jes Bickham 
With reflexes honed by years of carrying 
pizzas through crowded restaurants, 

» Jes's arms shot up into the air and he 
became a surrendering scientist. 

Mace 

James Ashton 
James, appropriately, was confused at a 
molecular level with the evil 006. He 
smiled sinisterly and stepped into the 

C) LIFESPAN : ' surrounding shadows. 

At £60-plus a go, you'll want to get weeks of 
entertainment out of every N64 game you buy. That's 
why we finish the best ones to make sure they don't 
peter out prematurely. 

A a 
The big score at the end is basically, in as scientific a 
fashion as possible, how much fun the game's going 
to give you. Look to the left to see how this works. 

Diddy Kong 

Tim Weaver 
Valentin became the new home for Tim's 
DNA. Tim immediately began eating 
cakes, and reckons JR was shot by 
someone who plays the violin. 

GoldenEye 007 

) Zy Nicholson 
We didn't find Zy until later, by which 
time it was too late. We've no idea 
what happened, although we haven't 
seen James for a while either. 

Diddy Kong 
Ag 
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| TOP SECRET: 

 ariefing from MN 
Now listen carefully, Bond. We've got a little 
assignment for you over in Russia. However, as 
I'm sure you're already aware, things are 
particularly sensitive over there at the moment 
and the last thing we need is an international. 
incident on our hands, particularly if it involves.a 
member of the British Secret Service. So just : 
tread carefully will you, 007?” 

| trust you've heard of Janus? Yes, ; 
right. Bloody silly fools trying to create another 

nyway, they're trying to get their 
ee, but as you can 

A 
74 
rr 
[a 
Ef 

he's probably the 
~God only knows 

there, blow it up, th 
_ meet you there. And relfetiber 007, you have aes 

licence to kill. ra 

We first reviewed es(0) 
PREVIOUSLY IN oa (ete Reo 7D It scored 94% 

EING%).... 



FOR YOUR EYES ONLY 
RUSSIA 

Bungee jump from dam. 
Quickest Route: 1) Collect Sniper Rifle from 

rst tower. 2) Pick off first line of soldiers from 
nel. 3) Use the lorry as cover to enter 

x. 4) Move through the gates. 5) Use 
ights to finish off the first look-out soldier. 

CLASSIFIED 
INFORMATION — 

Level 2: Facility 
Objectives: Gain access to Laboratory area. 
Minimise scientist casualties. Rendezvous with 
006. Destroy all tanks in bottling room. 
Quickest Route: 1) Use your silencer to keep 
attention away from yourself. 2) Get the key 
from the lone soldier. 3) Don't mistake primary 
bottling rooms for mine-laying point. 4) Pass 

_ into Laboratory, being careful of scientists 
wandering into your line of fire. 5) Rendezvous 
with 006 and let him finish his speech. 
6) Escape via hatch in the corner. 

LSYonuTeH Ts Alec. 

Par 

Mode: Agent 
Levels: 1-14 

Level 3: Runway SH 
Objectives: Recover the ignition key. Depart in os 
the plane. ( 
Quickest Route: 1) Move out of the building, 

taking out the single soldier to your right. 2) Go 
to the hut on your left and retrieve the ignition - 
key. 3) Keep to the right side of the runway all — 
the way up. 4) Get into the plane. 

Ah, morning, 
007. Here's your 
mission file... 

RARE/NINTENDO 
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“Trevelyan knew the risks, Bond. If he was still alive, Ourumov would have had a 
serious hand over us. Atleast now we know his weapons facility will no longer 
trouble us. Even if it‘did cost us an agent.in’the process. 

We need you to focus, though, 007. So, pay attention. Ourumov is still alive 
and still likely to prove a thorn:in our side. His killing of Trevelyan adds a 
personal flavour to proceedings, but this isn’t a revenge mission. MI6 doesn't 
need your vision clouded by vendettas. Do you understand? Good. We're sending 
_you into Siberia, then. That's where the bunker is based and we've got a pretty 
“good idea that Ourumov will be there. So, we'll drop you about half a mile from 
the entrance. Break the communications, get inside the bunker and copy the 
GoldenEye key. Intelligence will brief you from there. 

- Level 4: Level 5: 
“Objectives: Power down Commtinications dish. 
Enter base via ventilation tower. 
Quickest Route: 1) Follow the path straight 

~ along until it forks. By this time the 
“Communications dish should be visible in the 

‘© distance. Head for it: 2) Inside, the open door 
 ~ will lead you to the console. Press B to power it 

down. 3) The ventilation tower is straight out of 
the door and to the’right. 4) Shoot off the 
padlocks to enter. 

Level 7: 
ED Objectives: Rescue hostages. Plant tracking 

~ bug on-helicopter. 
Quickest Route: 1) Go right off the boat, up 

- the stairs, through ‘the door, along the passage 
and out the other side. Plant the tracking bug on 
the helicopter. 2) Track back and take the first 
door on the left. Rescue the hostage.’3) Rescue 
the second hostage in the room to the right. 

- 4) Exitroomthrough second door, turn right and 
i _descend Stairs. 5) Descend second flight of stairs 

/ and take first door “on.the right. 6) Rescue the 
ie, hostage in the Engine Room. 7) Cross Engine 

room. Ascend stairs. Rescue hostage past door 
straight ahead: 8) Follow. corridor round to last 
hostage. 9) Return to boat: 

Objectives: Copy GoldenEye key and leave 
original: Photograph main video screen. 
Quickest Route: 1) Kill the two soldiers in the 
first room and take out the security camera 
through the glass of the door. 2) Turn left and 
then right down the stairs.3) The GoldenEye 
key is on the far table to the right. Pick it up 
and copy it with the Key Analyser, 4) Dump the 
key using the'Z-Trigger. 5) Photograph the 
video screen on the opposite wall. 6) Escape. 
Very. quickly. 

Level 8: 

Level 6: 
Objectives: Photograph satellite. Minimise 
scientist casualties. 
Quickest Route: The Silo is merely a series of 
rooms. Follow them through to the end. 
However:’1) There is body armour in the 
second and fourth rooms. 2) After the fourth 
room, Ourumov and his troops are waiting to 
kill you. Beware. 3) The lift is to the far right of 
the last control room. 

Level 9: 
Objectives: Break communications link to 
bunker. Gain entry to. bunker. 
Quickest Route: 1) Follow path till it forks. 
Turn right. 2) Take out the CCTV camera on 
hut, enter hut.and pick up the Comms Room 
Key.’3) Return the way you came, taking the 
first right. 4) Enter the satellite station and open 
the locked door with the key. Destroy the 
console. 5) Turn right then, when the: road 
forks, take the path that almost comes. back on 
yourself. 6) Plant the remote mine on the 
helicopter, use your sights to make sure it's fixed 
on, well up:the body. 7) Turn around and head 
for the bunker. 

Objectives: Recover CCTV tape. Escape with 
Natalya. 
Quickest Route: 1) Use your Watch Magnet 
to take the cell keys from the guard. 2) Escape, 
kill the guard with your bare hands but:DON'T 
release Natalya. She'll just get in the way. 
3) Exit the prison room, turn left, take the 
stairs, follow the corridor round, turn right, 
right again and then enter the first room on the 
right. 4) Pick up the video tape. 5) Track back 
and free Natalya. 6) Now take the same route 
except for the last right. Carry straight on and 
enter the control room. 7) Make for the exit. 



Level 10: Statue 
Objectives: Contact Valentin. Confront and 
unmask Janus. Locate helicopter. Rescue 
Natalya. Find flight recorder. 
Quickest Route: 1) Carry straight on until you 
find the red tin shed on your left. Valentin is in 
here. 2) Dead ahead, there's a gap in the fence. 
Enter here to meet Janus. Make sure you've put 
all your weapons away, though. 3) Once 
Trevelyan has finished his speech, pick off his 
men. 4) Head back to the start. 5) Get Natalya 
away from the helicopter. Watch it explode. 
6) Seek out the flight recorder. It's randomly’ 
placed but is orange so it shouldn't be too hard 
to spot. 7) Return to the gates, behind the . 
wreckage of the helicopter, with your gun 
holstered. 8) You have been captured. 9) Exit 
through the gates. 

ur are 
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Level 13: Depot 
Objectives: Locate Trevelyan's train. 

Level 11: Archives 
Objectives: Escape from interrogation room. 
Find Natalya. Escape with Natalya. 
Quickest Route: 1) Escape and turn right, 
taking the stairs at the end. 2) At the top, turn 
back on yourself and then right. 3) Move through 
the door at the end and carry on, taking the 
double doors at the end, on the left. 4) Move 
across the next room to the single door in 
between the set of doubles. 5) Free Natalya. 
6) She'll start to wander off. Chase her and you'll 

~ end up at the top of the library building. If she 
gets away, head for the top floor anyway. 7) Now, 
find a window on the floor above, shoot out the 
glass and exit the level. Natalya will follow. 

PEN Lae 

Level 1 2: Streets 
Objectives: Pursue Ourumov and Natalya. 
Minimise civilian casualties. 
Quickest Route: 1) Get into tank, using the B 
button. 2) Take the first right then at the two 
forks on the way, take a left. 

Level 14: Train 
Objectives: Destroy brake units. Rescue Natalya. Escape to safety. 

Quickest Route: 1) Move out of the courtyard and to your right, behind 
- the crates, for some body armour. 2) Move straight across to the double 

gates. 3) Head straight then right, then left. 3) There'll be a boarded-up 
house. Move past it to the two-floored building behind it. 4) Enter the 
building, take the stairs to the second floor then exit. 5) You'll find yourself 

~ inside a depot. Leave through one of the two grill doors and the train will 
be on the other side. 6) Open up the train door but beware of the two 
Janus operatives inside. 

Quickest Route: There's only one route through the train. Merely follow 
it through to the end. However: 1) When you get to Natalya, pick off the 
guard holding her hostage straight away, using your sights. 2) Use your 
watch laser, not any of the guns, to escape via the hatch in the corner. © 
3) Once out, there are three soldiers to your left. Kill them immediately. 
4) Take cover, as the train blows up, behind the boxes. 

eee eneeneeem fb) hf LTS] 
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CUBA 
organisation like Janus makes us all look like ruddy fools. 

there with the GoldenEye co-ordinates. He must be stopped. 

Level 15: 

Mode: Agent 
Levels: 15-18 

Right, pay attention Bond. Trevelyan must be put down. | don’t caré whether he*was 4 friend.of.yours 
or not, a former member of the British Secret Service running round’ heading up,altértorist 

He’s moved onto Cuba with Ourumov and that Onatopp woman, They'll probablysprovesfairly 
competent opponents but the real prize has to be Trevelyan. He's tryingito reprogram the cradle out 

Level 16: 
Objectives: Destroy drone guns. Eliminate Xenia. Escort Natalya to Janus 
‘base. 
Quickest Route: There's a single route to take. And that’s straight on. 
However: 1) There's one set of body armour for each drone gun. They're 
located towards the right and left of the jungle. 2) Use the AR33 sights to 
take the guns out from range. 3) Get close to Xenia when she attacks. This 
way she can’t fire grenades at you. 4) Throw grenades into the base to 
clear a passage for you and Natalya, when you rescue her. But, be quick as 
the noise will attract attention. 

Level 17: 

Objectives: Protect Natalya. Disable GoldenEye satellite. Destroy 
armoured mainframes. 
Quickest Route: 1) Kill the six soldiers in the first section of the level. 
2) Return for Natalya and get her to open up the security door. 3) At the 
fork in the corridor, head for the left and pick up the remote mines. Track 
back and kill the soldiers to the right. (Trying not to use too many of the 
mines). 4) Head up the stairs in the Generator room and through the two 
slide doors. 5) Boris is straight ahead. Do NOT kill him, as Natalya needs 
his help. 6) Blow up the five initial control units. They're easy to find. 7) 
Once done, return to'the first floor and the right unit you blew up. There's 
a door next to it. 8) Natalya will meet you here. 9) Now protect her and 
the middle control.desk as she disables the satellite. 10) She'll leave. You 
now have to find the sixth control unit. 11) You'll notice there are two 

door ways built into the wall 
opposite the huge video 
screen. Take the right one. The 
unit's in here. After blowing it 
up take the exit door and make 
for the lift. 12) Watch out for 
Trevelyan, who pops up and 
tries to kill you. 

Natalya: Did it! The satellite's orbit 1§ 
CCT] 

Level 18: 
Objectives: Minimise scientist casualties. 
Quickest Route: The layout of the Janus base is fairly straightforward 
even though it’s large. Minimising scientist casualties shouldn't be difficult 
either as they very rarely walk into your line of fire, here. Just be careful of 
the operatives and their weapons, particularly the RC-P90s. Also, they're 
now armed with’ grenades. 

ON64..... 

Objectives: Destroy control console. Settle the score with Trevelyan. 
Quickest Route: 1) You start in front of a hut. Behind it is some body 
armour. 2) Start to move along the walkway and pick off the soldiers at 
the end, from as far away as possible. 3) Take the first flight of stairs down 
to the centre of the cradle where there are two huts. The console is in the 
left hand one but there are two drone guns protecting it. 4) Trevelyan 
doesn't always appear straight away but, if you hang about this area, he'll 
eventually turn up. 5) Now chase and constantly fire at him. He'll 
eventually lead you to a hanging platform. 6) You'll drop down into it, 
after him,.but if you're not quick, he'll fire at you and push you off. So, as 
soon as you drop, fire’at him. 7) Success will see him fall from the hanging 
platform. And Janus will be no more. 
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YOUR WEAPONRY 
Guns 
Walther PPK 

Standard issue for 00 Agents. 
Superior when fitted 

with a silencer. Accurate, fast reload, 

excellent from close range. 

Seven shot. 

Available in 
Silver and Gold. 
The latter can 
put down 
opponents in 
one shot. 

Special Forces 
issue. 

Superb rate of 
fire, fast 
reload, good 
from all 
distances. Can 
be fitted with 
silencer. 

20 shot. 

American 
assault rifle. 

Magnificent all- 
rounder. 
Powerful, good 
from distance, 
accurate from 
range. Rapid 
reload. 

30 shot. 

Additional arsenal 

daa Ate) (1 9 
Standard 

issue to Soviet 
troops. 

Powerful, 

unspectacular. 
Spray effect 
deems it 
inaccurate. Good 
for building 
crowds. 

30 shot. 

Favoured by 
terrorist groups. 

Hand held, sub- 
machine gun. 
Rapid fire, fast 

reload. 
Devastating at 
close range. 

32 shot. 

Janus 
issue. 

Devastatingly 
powerful, 

supremely 
accurate, large 
magazine. Cannot 
be beaten. 

90 shot. 

Two varieties of knife, Bond: throwing and 

Czech of 
origin. 

Lightweight feel, 
powerful shot, 
loud, conspicuous. 

Accurate and 
perfect at close 
range. 

Nine shot. 

Phantom 

Favoured by 
terrorist groups. 

Impressive. Fast 
fire, accurate at 

all distances, 
lightweight and 
quick to reload. 

50 shot. 

for Drax 
operatives. 

Highly dangerous, 
One shot can 
sometimes be 
enough to kill. 
Accurate, no 

reload time. 

Unlimited. 

obvious 
hunting. The differences are minimal but both 
are useful for confined spaces where noise will 
attract attention. However, be warned, they're 
highly inaccurate. 

The Grenade Launcher, Rocket Launcher 
and Cylinder Bomb-Thrower are best saved for 
wide open spaces. The former can deal 
adequately with a crowd. Its impact is 
immense but be wary of being caught 
unaware in the resultant smoke. The Rocket 
Launcher can destroy vehicles in one shot. 
That's all you need to know. The Cylinder is 
savage but unreliable and inaccurate. 

Explosives: Hand Grenades have an 

impact. Their 
fuse is short, 
though, at 
five seconds. 
Remote 
Mines are 
Secret Service 
issue. You can 
set them off 
via your 

watch. Q, I'm sure, has briefed you on how 
that works. Timed Mines work similarly to the 
Remote version but only have a five second 
fuse. Proximity Mines are something to be 

DD44 Dostovoi 
Soviet 

automatic pistol. 

Noisy but solid, 
inaccurate but 
immensely 
powerful. 

Reloads quickly. oF 
Good all- ce if 
rounder. ; 4 

Nine shot 

Soviet 
issue. 

Savagely 
powerful in 
close quarters 
but inaccurate 
from distance 
and has a 
horrendous 
reload. 

Eight shot. 

Only 
one in 

] existence. 

i The most 
deadly weapon 
in the world. 
Certain death 
with one shot. 
Be very, very 

careful. 

Eight shot. 

careful of, 
007. They're 
triggered by 
body heat. 
Plastique 
Explosive is 
powerful 
stuff. Use it wisely, especially in regard to 
enemy settlements. 

Finally, there's the Stun Gun. You need to 
be close to your opponents, 007, otherwise 
you'll be hit before you know it. But, you're 
experienced enough to know the ins and outs 
of weaponry such as this. Be a good boy and 
don't let us down. 
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a 
MAGNIFICENT 007 
Mir mrel Placa Care mTar-| 
difficulty level in 
GoldenEye is 007 
Mode, To.reach-it you 
have to beat all three 
AS Me Vp mS 
mission: (including 
Aztec ‘and Egyptian). 
On completion, you 
eM e a ellmtS 
enemy forces, cutting 
Colon eva ealolg 
cae t ieee 
accuracy. It's not, 
perhaps, as good.an 
all-out Edit facility as 
we'd hoped for, but 
liane) elem met 
OV a Vallee 
one: And at least you 
Fo mrma grec ono) NV 
Listmania Ue ois 
again. 

LEVEL AND LET DIE 
RYoeCoCOM eM MEMO L Am Cee LCM melita] i og 
settings, a plethora of new objectives and two secret Bond levels... 

oli Mraucc Me UC xolgneCoataN] 
unrelated to GoldenEye, instead opting to 
bring you a more traditional slice of 
Bondian adventure, On Level 19 — entitled 
Aztec, and playable after completing the 
game in Secret Agent mode — you're 
placed beneath the ruins of Teotihuaca’n in 

INV Xeoa(coPm ama P lm CoLen chm cca (la R 
In fact, the level is Moonraker, albeit a 

hugely compressed version. Your objectives 
are to reprogram the launch sequence of 
Lg Tm ATUL ACC UAC LACH MUM Coe, <l ang COlR) of Caoe 
However, you not only have to get past a 
horrendously difficult security set-up but 
you have to contend with the newly- 
discovered Moonraker Laser. And there's 
HUTA MAA etaKcl ane) melon eli nl arcar- moe ga 
card from Jaws, who's none to pleased to 
om ol0B 

Bia-m Call Molmnalc-e-Utn on 424770) 
(playable after completing the game on 00 
Agent), is a horrifically tricky marriage of 
Live and Let Die and The Man With The 
Golden Gun. Three-nippled freak 
Scaramanga doesn't make an appearance, 

but his Golden Gun does, encased in glass 
and surrounded by buttock-clenchingly 
Po mle vec 

And this forms the second half of your 
mission objective in Agent mode: to 
retrieve the Golden Gun — the most 
sought-after weapon in the world — and 
the only hand gun able to kill people with 
Colom slo 

The first part of the level, however, will 

prove just as ticklish. Baron Samedi — he of 
the top hat and face paint in Live and Let 
Die — has to be defeated. And if the fact 
that he can reincarnate wasn't bad 
enough, when you've killed him for the 
second time, he dims the lights and you 
have to play the level in virtual darkness 
subsequently meaning you're hunting 
round for a scary-faced loon, with a 
Lara nicci lay em CCF am amar Um leo 

We'll leave you to play your way 
through these for the time being, but will 
be revealing Rare's own secrets this time 
next month in our exhaustive How To... 
guide. And on all three difficulty levels... 

Level 19 Aztec 

room, the roof will 
a = Pe ean aS 

is kee meld 

The main control room. 
V Clear it of all guards. 

mon te| ef 

This is the shuttle you have to reprogram 
then launch. It’s harder than it sounds. 

panes 2 aol iw | 
| begins ina 

ee : yi ; brilliant Aztec 
oe temple. And 

you can meet 
pee ACR tl) 

of two This guard is hidden behind a console. | | Fj 
w}6a___— possible paths. You can get ois it by shooting at it. 

A 
Watch out for 
the Drone guns. 

eK Welk ane) 
J Hales And oe to 

Beir 1s +(e} 7-1) i 
Rie eae The Golden 

Lees CT eal tae 
aS : anyone with 

fee ‘ ‘ one shot. 
He'll take a few shots to [> . Including 
put down. But, even if — Baron 

you do, is he dead? | Rule 

a 



The Library level isn’t actually A This is the best four-player 
level. The Bunker. Top notch, 
close-quartered scrapping. 

a Library at all. Or, at least, 
there’re very few books. 

Nv The two laughing boys of GoldenEye 007. Jaws and Baron Samedi. 
And some Moonraker Lasers to boot. 

_ 
A 906 and Xenia. Once f 

Ele ere weld 
Rol g Mel ea 

\ 
L\ Mayday. Rubbish in A 

View To A Kill. And 
similarly crap, here. 

The Archives. Not one 
of the best levels. It’s 

AV/ far too small, see? 

ia 
> 

DIAMONDS ARE FOUR-EVER 
Unlike Hexen's, this four-player mode is no last-minute addition... 

The Deathmatch option in GoldenEye 007 
is stunning. The eleven arenas are a mix 
CLM ond Ul ekenat-es 9) (om (aoe Te (aU 
the Bunker, the Facility and the Archives — 
and ones specifically designed for the 
multiplayer set-up, such as the Caverns 
and the Complex. The further you 
progress into the game, the more levels 
Melt Me Uur Coe veers demu Male el iclg 
levels are the flip side of the single- 
player ones, with the Egyptian and Aztec 
levels being available prior to the Bunkers 
Elam Or Wcldae 

After choosing your level you can tailor 
thé weapons, characters, levels and 
scenarios to your individual whim. The 
Deathmatch weapons are fantastic. Every 
gun and knife you come across in one- 
player mode is included, and you can 
select which ones will be available before 
you enter the arena. But, better than that, 
there's the opportunity to take on board 
Moonraker Lasers, Rocket and Grenade 
Launchers, Mines and, finally, the Golden 
Gun. Though, with the latter, games can 
be particularly short. 

Characters build up as you complete 
the 18 one-player levels. To begin with, 
only the characters actually in GoldenEye 
can have their boots filled. So, that's 

Bond himself, Trevelyan, Natalya, 
Onatopp, Ourumoy, Boris, Valentin and 
1DYacTaleom Vartan VISALIA Cola o) Comm anT cS 
game, though, and you'll be able to play 
as Jaws, Oddjob, Baron Samedi, Mayday 
and bit players such as Soviet soldiers-or 
Nellie ; 

And there are differences between 
each character. Jaws, for example, is taller, 
making it harder for him to peer through 
windows in doors. Oddjob, being dwarf- - 
like, also has similar disadvantages, but can 
scoot around without being seen and, even 
when he is, can often escape injury due to 
the fact that you have to physically adjust 
VColO me Fanaa naomi dance 

The scenarios are also inspired. Each 
one takes its name from a different Bond 
movie and switches the aim accordingly. 
So You Only. Live Twice does indeed only 
allow you to live twice, while The Golden 
Gun places a set number of said weapons 
TAR Aca Ucar GUAT SmALe lan olol Mm cot MCOMa(O\V 
many players are competing), and then 
Seem Yelm oy-taa( Mi moU] MAI MRA MUL a Tele 
weapon in tow. ; 

One piece of advice; though: if you 
can, play the multi-player game on a 
large(ish) TV. You just don’t get the full 
effect on a tiny portable... 

Ourumov 

The character select screen allows you 
to play as any number of Bond people. 

The Rocket Launcher. A definitive 
V boy/man separator. 

ea 

een tre 
BONDING >. 
Aiea ec aaaS 
place as the world’s: 
finest'shoot-"em_ up, 
Elen a. MOOy Ae iCcles 
eight different control 
methods, at least four 
PLA eu mV eiM a Ve 

Pie Xcite ot ola La) ae 
Covel are) ore Ned cane 
Named:after Bond . 
are 

Remco UENO w Ica! 
Carmona eUNTI UA oa 
CEU Tae Rte} 
Tul tessa] Pret ae 

Suzuki and... 
‘Goodnight are.subtle 
twists'on'the Doom 
Bema aleve ee 
ee concn acon 

Pe cecal alia cell tga 
is the one we préfer, 
PCT uo (aol cena 

“ the'Z-trigger to shoot, 
A to change, weapons; 
B.as your action ; 
button and the Right 

eae Ce eg ety a 
Then there's the 

Ta 7ons(o)'/-(e «| -c 
variety. Plenty, -Galore,: 

* Domino and 2 
Goddhead ‘alll require 
ial mer Nome Nee) s) ol aan 

Beaune Woy Rm ela 
LnyeTaY¢ HO MT ak og) C0) 
CAMs totam fo) 2-0 oLel tae 

Pe A uNno me ici oct 
«; and dre included to * 
Beetle op eee) 
ate fortunate enough 

ae 

iroW ofey- cmt TAN Tle). ae 
either hand: When. 
Sel AV e) a Vine) ge 

Pai eee lm Rie 
acme ae Caen 

Z antes . 

ee 

Be ee Eure 
fee OO eee LC Ex, 
ace at ’ 



PU eS 
Pt 
When you complete 
oa eo Rel USID 
reli CeULNaRSol Lao ' 
Pde oome (Rent ATT! ey 
level editor, you also 
activate the All 
Weapons cheat, which 
can be opened via the 
Cheat Menu. Most of 
the weapons available 
you will have come 
across in the game 
proper, but a couple, 
Eo ime etic @T Tg 
and the Cylinder" I 
Bomb-Thrower, 

; won't have oa) ; 
before. Accord 
Rare, they are in the 
game somewhere but 
VOM a ALKA 

Whilst Natalya reprograms the satellite on Level 16, you've got 
to handle soldiers in this sort of way. Firm. But fair. 

/ first-person shooter on the N64. 
- Ten aerate 

person shooter in the world. But, more 
than that, it's everything — absolutely 
aU Mom Ulm elt 
ete eee ' 

In truth, this is so far ahead of Doom 
64, and even Turok, that comparisons are 
pointless. You'll look at GoldenEye's filmic 
feel, lashings of originality and — yes — 
frequent genius, and wonder why id or 
Iguana couldn't have done similar things. 
And the reason? Because Rare, like 
Nintendo themselves, know the N64 
inside-out and, plainly, are breathtakingly 
talented to boot. 

Am | getting carried away? No. 
Definitely not. When was the last time 
this happened in a console game... You 
pick up a Sniper Rifle with telescopic 
sights. You peer through the eyehole and 
can suddenly see a soldier pacing up and 

A , : a 
al a 

A\ Whoops. There A\'s this the finest game on the N64 yet? 
was some Well, it’s a close run thing between 
plastique, here. Mario 64 and this. No, honestly. 

Issue 9 



- - 7 ® 

Valentin: Good evening, Mr. Bond. é 
SCR MUG re om CCL ae 

OREN eM le Te Leeg el a te Lots of RSE : : 
V second Bunker level. V And some statues. E So 

batt et A CI 

OR PST Eley lo}) 
ye Ol Robbie. The Robster. Cracker. Fitz. 

subeis Shoot him as he walks away. 

down a gun turret over a quarter of a mile 
away. And not only that. Very faintly, even 
further into the distance, you can see the 
next gun turret and a soldier moving about 
Olam a 

Or this... You're inside a high security 
enemy Rtn TT Polar Aelita 
with silencer or a KFV Soviet rifle. When 
you fire the PPK, the faint pffft of the 
bullet hitting an enemy arouses no 
unwanted attention whatsoever. ST 
Tor MATSON (elComrel(cM ANS laren A VAatolh 
MOMS OUMUCN aT eMatelIS asi\ (36 
guards jump to attention and sw 
el iVelKe hm O08 

Or this... You're spotted inside 
Russian base by two enemy Sel 
Instead of running toward cu 
PCA UA FMM UATOARENGLN ZerL d(T Fae) Sake Sere mre ee 
at you providing cover for t i movement. 
runs to raise the alarm. A ¢o 
seconds later the alarm rings 
soldiers stream from the hut 
around you, intent on finish 

Ceiccroomt) omen Laem} 
Nena Len ea ae clo 
aa ace lUecalay 

f course, is never. 
unlike anything you'll VU el MM Mek te Le 
OCS else eco aN he finally dies. Or... does... he...? 
ely essential if you've : VISUALS 

Be ASG bles eee 
y partially interested in 
‘ MI6's most famous son, 

Beautiful levels, brilliant 
polygonal characters, 

The best music yet in an | 
N64 game, remixed | 

brilliantly from the film's | 
Tey ae é =) score and setting off the } 

the dere Amat Driving Fy © Bondian atmosphere | 

~ tank around St. Petersburg. Great. g perfectly. 

Now this is exactly how 
N64 games should be. 

Four difficulty levels, sa! 
two secret stages, a level 

editor, a brilliant 
Deathmatch setting. 

Pe It'll last. 
If you thought [> 

ROLY 
: frightening in 

Ta rere Ie perc 
m y S re We're not joking. 

op 1 eo ped you Buy this game. Here's to | 
aS el atta ele j 

Tomorrow Never Dies, 
eh, Rare? 

The satellite you 
must take a 
photograph of 
on Level six. 
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EXTREME 
Faster than a speeding bullet? Oh yes. 
Better than Wipeout? (Look of undecided 
confusion) Well... 

one } eae 

A less-than-simple introduction to Jupiter-based Visual alas a | 4 Pte ee course,.is.a refuge for 
future racing, the first desert coursé isa Cufining& area i Andoned industrial units and, more 

mixture of snaking tracks, split paths and rock Sereeaem ole | impressively, alien spacecraft. There's a Y-shaped 
tunnels. There's also a jump towards the end through the | diversion about half way along, where you can 
where opponents are particularly keen to drop Celie el uatcs » either go up into the sky or down into the sand, 
Limpet Mines, thus ensuring you fail to make Cha , and also a tricky 360° corkscrew towards the 
the last leap before the finish line. UCU m lcor) F aoe 

| es dim ovals 3 ; : : 
iam ure Rear : Cena 

Y mame LFS | 
It's a ludicrously difficult initiation if you're 

playing it for the first time, 
PA Morera clat ore [colo al Ui 

the beginning, into the 
mists of a canyon, more 
than makes up for the 
ATAU Uce Lied tm agree Lalor (eB 

A long, is ' ¢ 
winding \) “| on two tracks running next to each other. 
industrial ONCOL eM aH Uae Oar ata Celaya 
canara! i aapuasH Ccliitavl ia cele Tal hee : / 
Xr aTes , Co} oMTenvow- 
Pcl a <; lalate an S Rearsn ere scenery-cracl 
eV esemya1aN tao 
a bang. 
Following 

; ie ; bia 
EL] nD TN 

Pee td 
long stretch of road 
separated by street lamps 
and a jaw-dropping split 
which leads onto two 
360° twists. Further on 

towards the line there's a choice of routes 
including flyovers and a nasty chicane. 



rd Weld e181 EXIT eee eee Ae | 
area. Just be careful of the Y-junction at the end. 

Ve em OM UT eon GLA eee oe 
AV4 Send them scampering... 

ne 

ACCLAIM 

MINES: three 
Da MONEE 

Considering Set entirely inside a mine shaft and boasting | Perhaps the hardest Me hile : 
how far down flocks of bats and track-bound meteors, this cel goo) alot) Sa | 

MINES: two 

the Jine this ae PSM eRe iT ay back a Alginate oy f — so 
iete.aee ln oe a hs run above and below, and there's a curled | comes in the F racy, i} _ cae ie 
Vode rl Vaart jump into a sort of by-pass, which leads around COAT nite Wed 
surprisingly the straight then, with a towering jump, returns Either side of the track i —V) 
straightforward to the track proper. are rivers of lava and, 
layout inevitably, unless you use the power slide you'll 

Beginning under the shadow of a huge crane, it tumble in. Expect 
only features two jumps and a 360° twist in the Elem a ema ciiccis 
road, all easily turns yet and, in 
Lire eyele) Oh a oe Ko 
before complacency expect from the 
sets in, there's a Wally Warp, a 
nasty hairpin bend rippling green 
roVelce MUM TATA warp wall at the 
eleN Tit very end. 

Rat te ne oe 

SPACESTATION: one | SPACESTATION: two SPEER TATERSE cad 
The first of the 

utterly 
The main features in the second space world are Daylight finally pays a visit to Extreme G with a 
the consecutive split-pathways about half way stupendous last course, heavy in huge flying 

magnificent round. There are three, one after another, and Crab [acl caro] 
space courses is therefore power-sliding is essential. Also, Pte 
carved out by the simmering Stargate-style opaque walls make (oar 
wrecks of huge things harder as they're placed in front of the Y- drops. 
EliramyeyeCeoa1 9) 
NATOMAS eU Zell ms 

majestically 

diversive. A 360° corkscrew followed by a mile 

aSlue Pa ATEN Re Sorat Isler eer ncaa xX = 

rT} medical 
fie buildings 

of 180° bends is also line 

the main focal the 
point, but there ieee tracksides, 
are also vertical * ” 2 but this is 
fel ce) ex-re Une m Ugo olen) 
power-ups*in"the 
Reus 

= space with 
marcountryside feelkandyin the grand scheme of 

25) things, laden with particularly nasty corners. 
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=e VWWEAPONS the same way as the 
one-player except two 

ele lng “le STANDARD SHIELDS 
and either one of you 
can qualify to allow 
both to progress. All All eight bikes are fitted with one of three default cannons Cog od] Co ar CHE MU oy- (Cc me al (cl eM Alea elke) Kel MCL UNLSLLANY 
twelve courses are which temporarily stun opponents. The Laser cannon (bikes: hits. However, the more you're hit, the lower your shield level 
available to play. Khan, Raze) fires continuously, slowing opponents down but becomes — the bottom left-hand corner bar will tell you how 
Cup: 16 players can doing little damage to their shields. The Pulse cannon is the much energy you actually have — and so you need to seek out 
compete in this one earn ; ee. ; 
although, similarly, the weakest of the three (bikes: Grimace, Rana, Apollyon) only the Shield Recharge icons (the red spheres) dotted about all 
fonek ie enesoncone siTala¥ meas ace) are second and doing next to no damage at all. twelve tracks. When you're under fire, the Salter) shows up as an 

and, once you've lost, And the Excel cannon is by far the best attachment (bikes: opaque green film. Concentrated scenery clipping can also wear 
you're out of the Mooga, Maim, Jolt). Its rapid rate of fire - over four shots per down your protection. Bs 
competition. A bit like second — and green-ringed appearanée ensure it looks eee genase A eeetieceennnsainatsie eartathasacomaitn 
the FA Cup. With impressive and does huge amounts of damage to boot. 
bikes. And corkscrews. 
Head To Head: Just a : ae age <{ The definition of 
simple question of _EPaEFOO ene rea Ae le 
eking out the best ei = no rails and lava 
Extreme G player. Two Pixs f each side and a bike 
of you go at it like J exploding in front of 
speed-crazy fools in an you, blocking your 
effort to get one over A 7 Fe leo 
on your mate. All the Vv on 
tracks and all the 
weapons give it that 
added edge. 
Flag Game: Little red 
XG-labelled flags are Not your standard [> 
dotted about the laser by any stretch 
various tracks and it's of the imagination, 
merely a question of but a wholesome 
how many you can laser-tipped missile. 
collect in the three Tae Re 
laps. If you beat your TUE 

mate then lovely. If 
you don't, TRY 
AGAIN. 

roc! 

SD 
A Mmn,, it all looks very 

eta ae mee) Eye) g) 
will knock your bike’s 
shields down a peg or 
two. 

eatin Ete [eta 

<{ Nice work. The bike in 
front of you feels the 
sore side of a laser. 

or j ia LR RIS 
Oxo) a ap) 

A eR Meee Lee eee 
completing the game on the easiest difficulty. 

The trouble is, once you've played as the Roach, 
you won't ever try out any of the others again. 

Ci LE 
wa 

A That thing hanging in the sky 
above you is the last remnants 
of your just-used weapon. 

ed Three-player collision. Nice work 
im eRe (ta 
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STANDARD MISSILE 
Unspectacular, 
inaccurate front- 
mounted weapon 

POWER SHIELD 
The very simplest 
shield, this merely 
places a protective 

HOMING MISSILE 

with limited impact. | coating around 
They frequent the your bike for a 
last levels as the limited period of 
challenge gets time. 
harder and the 
opponents tougher. — 

Seen ees eee ae 

INVULNERABILITY MORTAR BOMBS 
No visible shield, Looking li 
but your opponents chine side 
won't be able to hit | of you, the mortar 
you anyway. Lasts 
longer than the 
Power Shield and 
hits won't wear it 
down. 

TRACTOR BEAM 
Like a magnet, the 
Tractor Beam fires 
off from the top of 
your bike and locks 
onto the nearest 
bike, pulling it 
backwards. 

bomb is, in fact, a, 
fantastically lethal 
close range 
weapon, with its 
rain-like floods of 
explosives. 

LASER LIMPET MINES 
Looking a little like a 
trailer, the Limpet 

line does, in fact, 
| stick cleverly to either 

Il and create a trip 
am across the — 

track, punishing the 
next passer-by. | your tracks. 

= rman ern ine ROVER IDOE NDOT EINE srs tac ERCRSE USED PESTER EEA OR 

Poa) 

UTR eee Mm Rae Xia 
track make it perfect for two-players. 

A CY eToN Me) 
Roach, here. 
(Right) 
(CET Goa 
man. Game 
over. (i.e., 
you're dead) 

1067) 
+ 

— 

An impressively | MISSILES 
flashy, yellow- | Actually a group'ot 
trailed additionto 
your arsenal that 
requires no lock-on 
and seeks out } 
opponents | 

| 

and burst the tyres 
of bikes in front. 
For the most part, 

MULTIPLE.NEEDLE | INVINCIBILITY 
| Although visible, 
| your opponents are 
_ unable to see you. 
| If they‘re lucky they 

can get a shot in, 
| but this is often the 
| best way to get one 
| over on an enemy 

bike. 

| PHOSPHOR FLARE 

regardless of how _| devastatingly 
far ahead they are. accurate. 

PROXIMITY MINES | ION SIDE BLAST 
When dropped, Set off one of these | More of a stun gun 
they’ll manoeuvre and a length of | than thing else, 
themselves to the, simmering laser | the flare produces a 
earest opponent shoots out from blinding white light 
hind you and er side of you, and temporarily 
lode, slowing up — preventing | disables all other 

their challenge. opposing bikes from | competitors. 
: | nipping past. j 

SS a 

WALLY WARP MORNING STAR | -FLAME UST 
Agen se Stick, | Gives xtra 

stupidlysnamed bout of rocket-style 
| 

1 
i 

Morning Star | speediness. Also, if 
rotates until a bike opponents are too 
clips the detonator. | close ehind you, 
Powerful enough to _ they can burn in the 
stop you dead in backdraft. 

r iP WO Co 
Flying saucers and all. 

This is the jump into 
TUM ele ale 
park with the buses. oe eal 

xtreme G, it would be fair to say, 
is fast. So fast, in fact, that you're 
often left to ponder whether you 
actually have full control over your 

bike. And the truth? Probably not. To start 
with, anyway. As the tracks wind, twist, 
turn and drop, you often feel disorientated 
and annoyed. The enemy bikes don’t help 
either. Unsurprisingly, they know the 
tracks intimately, meaning you're often left 
at the back of the pack, trying to recover 
some pride and position. And with the 
game requiring you to finish sixth, or 
fourth, or second to qualify, that can be 
fist-clenchingly frustrating. 

But Extreme G requires some 
perseverance, and rewards it tenfold. The 
more familiar you become with the tracks, 
the better the game becomes. And 
eventually, when all twelve tracks have 

{ 

| 
| 

| 
i 

i \ 
} 

| 
} | 
| i j 
i 
| 
| 

| 
| 

| 
| | | 
| 
is 

Best in multiplayer 
mode, this can be 
used to place a 
competing bike 
miles back. Drop 
the exit warp then 
the entrance as far 
in front as possible. 

> 
Believe it or 

not, Extreme G 

is actually a 
better one- 

player game. 

| MISSES e 

SPOS RCTS TE ARE CEE SLY 

been completed — in Atomic, Meltdown 
and Critical Mass competitions — you'll 

_ Coming in 
twosomes, these 
white-tailed 
rockets are perfect 
for seeing off close 
bikes, especially 
when jostling for 
first place. 

STATIC PULSE 
Sends a half circle 
of purple-blue light — 
forward and / 
renders the 
weapons:and 
steering.of the 

| bikes in front of 
| you completely 
| useless. 

SHIELD RECHARGE | 
| These are thered 
| spheresethatfill up — 
_ your energy. They're 
common throughout © 

_ although they 4 
| become more sparse | 
later on in the 
game. 

| 

actually wish it could start all over again, 
such is the brow-moistening, dewy-eyed 
buzz of the last three courses, in particular. 

And, if nothing else, Extreme G is 
wonderful to look at. It marries Blade 
Runner and Alton Towers to awesome 
effect and, speed-wise, beats Wipeout at its 
own game. As with Turok, there's far, far 
too much mist clouding the horizon. But 
when you're given a chance to peruse your 
Jupiter-set environment, you're not 
disappointed. Split-pathed corkscrews, 
drops into misty canyons, 360° twist- 
roads... the invention in the game is 
astounding. 

Indeed, the only thing that doesn't 
quite gel as it should is the range of 
weaponry. Perhaps because there are too 

NITRO 

In every race, your 
bike is granted three 
Nitro boosts which 
gives you around five 
seconds of extra 
speed. Due to the fact 
you're already pelting 
along at a rare old 
rate, though, these are 

generally best 
employed on straights. 
If you use them at 
corners or tricky 
chicanes, you'll just 
end half way up the 
walls and gain no 
advantage at all. 



eNews 
COURSE: one 

amo Come MNU LL Kolo) Rec oF G 
this is the most power-up-heavy 
arena with a slew of treats down 
its centre. There are four floors to 
move up and down, with ramps on 

either side and a middle path 
eclatlaym cole eho Loree 

COURSE: two 

This three-floored entry is a little 
more simple in design with only 

four massive rooms to contend 
with. Ramps connect each one and 
there are also very few power-ups, 
so you have to get to know their 
positioning to succeed. 

COURSE: three 

Steep slopes are the main feature 
of the third battle arena. There are 

three floors to work across and, 

like Course B, the rooms 

UToAANSol\\Zexsire cemel MOlAIN UnTem eLeete 

side. However, the power-ups are 
more concentrated, so action- 

packed play is*assuired? 

COURSE: four 

Three ramps make it into the final 
course in Battle Mode but it won't 
exactly require an OS map to 

navigate, as you start at one end 

and your opponent's at the other. 
And to get to each other you, erm, 
drive straight ahead. Not wildly 
exciting, this one 

many of them - 18 in all —- or because 
they're too random, or too similar, they 
never quite have the impact they should. 
It would have been better to have a voice 
tell you which weapon you were picking 
up or, at the very least, text flashing at 
the bottom of the screen. 

Until you really, really get to know the 
game you'll very rarely bother with them 
as, when you fire them off, you're never 
quite sure what they're going to do 
anyway. Similarly, weapons like the 
Mortar Rocket seem to do more damage 
to you than to your opponents, often 
stopping you dead in full flow. This, not 
unexpectedly, will result in much 
clenching of the buttocks. 

That said, there's also a lot to be said 
for a game that makes you work for its 
prizes. This isn't a pick-up-and-play game. 
You can't cosily settle into a racing game 
that has right-angled corners and 
multiple corkscrews. But after a few 
hours, you'll quickly warm to it, eventually 
finding it compulsive entertainment. And 
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anyway, at the moment, 
there's nothing quite like it on 
the N64. 

But is it better than 
Wipeout 2097? Well, quite 
honestly, it's a different type of 
game. No, really. Wipeout is a 
friendlier, simpler introduction 
to the on-road perils of the 
future. It also handles quite 
differently, with its floaty 
hover-things. Extreme G feels 
solid against the track and has 
less swerve and more speed. 
And, consequently, it’s 
certainly as good but probably 
not better. (Although, if they 
were on the same system, 
they'd complement each other 
perfectly.) 

More to the point, though, this is 
another splendid game from Acclaim and 
bodes well for their next N64 title, 
Forsaken. Extreme G may or may not be 
beaten by Nintendo's F-Zero 64 in the 

A A big intergalactic meatball. If it touches you, 
you turn into a noodle-doodle. Erm, probably. 

very near future, but, regardless, it 
deserves your attention, and with a little 
bit of playing you'll soon discover it to be 
a cracking ride. Wholeheartedly 
recommended. 

TIM WEAVER 

BOULDER DASH 

Every time you 

complete a difficulty 
setting on Extreme G, 
you're given a word to 
input into the name 
screen. (Which, in case 
you can't find it, is 
accessible via the Right 
shoulder button at the 
bike selection screen). 
The words enable 
cheats which change 
things in-game a little. 
Here's some of the 
cheats we've found so 
far: 
Boulder — changes 
your bike and all the 
others into boulders. 
Fisheye — changes the 
camera view into the 
shape of a goldfish 
bowl. Which is, you 
know, nice. 
Magnify — gives you 
an on-the-very-front 
of your bike view 
which makes the game 
seem really, really slow. 
Banana — couldn't 
work out what this 
changed. 
Now you try. Oh, go 
on. It'll be worth it. 

Gorgeously inventive 
tracks, overly reliant on 

mist to disguise the 

Wipeout 2097's 
‘Firestarter’ instrumental 

replaced by dance 
keyboard demos. 

Uses the N64 expertly 
for that extra speed and 
weighs in with smooth, 

super-fast scrolling 
scenery. 

Spend time with this and 
you'll reap the dividends. 

Maas 
Despite being hyped-up 
to the nines, Extreme G 
easily delivers the goods, 
not bettering Wipeout, 
but entertaining in its 

own right as the 
majestic, imaginative 
and classy game it is. 
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hat Dark Rift lacks is a sense 
of fun. With its growling 
characters, oppressively dark 
settings and portentous 

organ music, it demands that you sit 
hunched over your N64, scowling as you 
dial in combos and your warrior lashes 
out at his adversary in response. 

Dark Rift's graphics are, undeniably, 
pretty nifty. The eight mean-looking 
characters move swiftly and smoothly 
about the playing area, performing their 
moves suitably viciously. You'll spot the 
odd N64 effect at work, too, like 
Morphix's semi-transparency and 
reflections from Demonix's fireballs. This is 
how you'd hope an N64 beat-'em-up 
would look, even if the backgrounds are 
rather featureless and there's no interact- 
with-able scenery. 

But — but - there’s something 
uninvolving about the way the controls 
operate. You think: “Right, I'll do one of 
those slash-followed-by-two-kicks combos 
now," and you press the necessary buttons 
and your character does the moves and 
then settles back to his rest position. 
There's no spontaneity. Try to do a series 
of moves that haven't been programmed 
as one of your character's combos and 
there'll merely be an embarrassing, does- 
not-compute pause. 

And, well, it's difficult to find a 
character to root for. Aaron is perhaps the 

Demitron and Morphix discover 
ew lee OM aOR CL a Ul g 
differences through. 

We'll have £5 on the big one. [> 

most entertaining, with his enormous 
dagger-cum-gun. And Zenmuron has a 
pleasingly swishy sword. There's the odd 
impressive move, too, like Demonica's 
face-eating attack. But they're such a po- 
faced lot, posturing like fashion models. 
Apart from a couple of specials each, their 
moves are all basically the same, and once 
you've spent a few minutes taking each 
one through his motions there's very little 
incentive to stick with him. Much listless 
flicking through the character select screen 
generally ensues. 

For a couple of months Dark Rift was 
the best of an indifferent bunch of 
imported N64 beat-'em-ups, and the best 
bet for anyone looking for a proper 3D 
beat-'em-up in place of K/ Gold. But it's 
since been pushed aside by the slightly 

Rather than blood, or spittle, there's 
a small explosion whenever you hit 

V anyone. Like this, look. 

more impressive Mace, and as that's due 
out in the UK in December it's hard to 
make a case for buying Dark Rift now. | 
hereby deduct two percentage points from 
Zy's score in N64/5. 

JONATHAN DAVIES 
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Clayfighter 63 1/3 
att WN as 

60 INCOM... 

Twice on the SNES? 

Maybe next time 
on the N64. 

irst, two things to remember when designing 
your own ‘humorous’ game: 
1) Ensure that the basic game engine offers 
challenge, reward and enjoyment. 

2) Make sure it's actually funny. 
Clayfighter 63 1/3 remembers neither of the above. 
Were | to be polite, I'd say it could be a lot better. Were | 
to be honest, I'd say it's the most joyless, stultifyingly 
cretinous example of undernourished software that I've 
lost precious hours of my life to. 

And why? Oh lordy, why not? | could rant for hours, 
go completely over the top and start using words like 
‘farrago’. But | won't. Because the single most upsetting 
thing about Clayfighter is its wasted potential. Look deep 
and hard and you'll find, locked in a cage, in a box 
beneath a padlocked trapdoor, a desiccated kernel of 
promise. Which unfortunately, has been disregarded in 
favour of a stilted, jerky combat system that has to 
feature the most disparate, disconnected, unworkable set 
of moves we've yet seen. It's sloooow; the time lapse 
between trying to tie one move to the next lasts an 
eternity, and the 3D movement consists of an 
unconvincing micro-jitter to the side, inconsequential 
enough as to be useless. 

Where the Clayfighter that could've been makes itself 
known is in the backgrounds. The fighting arenas are 
smashing — the level of detail and design is fantastic and 
each is introduced in full 3D by a roving, swooping 
camera that, simply put, is great. Pleasingly, you can 
knock characters through doors, walls, etc. into exterior 
areas. (Yes, Mortal Kombat did it first, but it's 
implemented in a far worthier fashion here.) It's only 
when the poorly animated ‘Claymation’ figures are pasted 
on in a shabbily 2D way (despite being ahem, ‘3D’) that 
bears no relation to the physics of the surroundings that 
the whole effect is shattered. 

Which is a crying shame. If only an effort was made 
to integrate these two elements. If only there was a 



decent combat system to base the whole thing around. If 
only it was fast, fluid and exciting. If only there was a 
game that was genuinely fun to play then perhaps the 
alleged ‘humour’ wouldn't grate so much; 734 hit 
combos (yes, really) aren't funny. Especially when you're 
on the receiving end, and the moves take so long to 
execute. Likewise, the comedy voiceovers (“Itty Bitty 
Combo!" Ooh, my sides) serve only to irritate. Perhaps, if 
| was genuinely enjoying myself, then I'd be amused; as 
it is, this whole aspect smacks of trying to disguise 
everything that's so dissatisfying and tiresome about 
Clayfighter. 

There are, admittedly, odd superficial moments that 
please and surprise - when Bad Mr. Frosty is thumped a 
few times for example, out spill ice cream cones rather 

than the more familiar bright red gore. Earthworm Jim 
(Yes! You can play as Earthworm Jim!) uses his head whip 
trick and laser, just as in his own games. Ichybod Clay 
rips off his own (pumpkin-like) head and hurls it at his 
opponent. Houngan raises a pair of zombie arms from 
the dead earth to grapple his opponent. Very nice. But. 
But, but, but... 

I've no compunction to return to this. Ever. Not when 
| could be playing Lylat Wars. Or GoldenEye 007. Or 
even re-racing the Star Cup on Mario Kart 64 (again). 
There's nothing sufficiently well developed or entertaining 
enough to ensure replay value; after a couple of hours 
Clayfighter reveals its true character and becomes a real 
chore. Which for a computer game (and one for the 
ultimate next generation console, no less) is inexcusable. 
For all its putty-like ambitions, Clayfighter 63 1/3 tastes 
like ashes in the mouth. 

Great backdrops and 
arthritic, ahem, 
‘Claymation’. 

“Lets get ready to 
CRRRRUMBLE!” 

Stop it, you're killing me. 
No, really. 

Ooh, every now and 
then. 

Fossilised rock rather 
than lively Plasticine. 

Maas 
If you want an 

amusingly poor beat- 
"em-up rather than an 

alarmingly rubbish one, 
then buy War Gods. 
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Nintendo. What were the first 
images that came into your head? 
That matt black, demure-looking 

machine that we anxiously spent over two 
years waiting for? Ah, that would be the 
famous stock photo of the Nintendo 64 
and its mysterious Controller. What else? 
To start with, probably not much at all. 
Maybe some happy times gone by in front 
of the television playing your favourite 
games. But did any of you think of the 
phrase ‘Keep road rage off the streets’? Or 
‘Get into it'? Probably not. 

What is marketing? 
Hands up if you can define marketing. 
That is, actually define it, not just put 
forward a vague idea. If we did a scientific 
test it's likely that under 5% of the 
readership would be able to put their 
finger on the true definition, which is quite 
understandable, given that in a recent 
management poll only about the 
same figure of university graduates 
managed to get close. The reason 
for the confusion is that a lot of 
very important and clever people 
seem to keep coming up with their 
own definitions, each one a little 
vaguer and more all-encompassing 
than the last. One textbook in 
particular reckons that “marketing is 
a collection of processes that give 
meaning to the end result”. Have you 
ever read such a load of rubbish in 
your life? 

So let's keep it simple. Marketing 
is what companies do to try to 
convince us to buy their gear. A major 
part of this is advertising - what you 
see on posters, on TV and in games 
magazines. But there's more. Marketing 
departments who go by the book will 
consider something called ‘the 
marketing mix’, a complex recipe that 
includes pricing, distribution, one-off 
promotions, press management and 
much, much more. So even if you don't 
know what the point is exactly, you 
should be aware that a lot goes on behind 
the scenes. 

And what is the 
point, exactly? 
That's a good question. And to answer it 
leads us into the murky realm of 
‘marketing objectives’, a place that no-one 
with any sense really wants to be in for 
more than about 30 seconds. Basically, and 
as far as N64 games are concerned, it 
involves getting people whipped up and 
excited about new products. On a broader 
level it involves boosting brand awareness 
and making sure that you, the consumer, 
are pestering your local games retailer for 
weeks before the launch of a new game. 
So when the game actually hits, the plan is 
that everyone will be so eager for it they'll 
rush out and buy it on day one, and things 
will happen to the supply/demand curve 
that will have economics bods rubbing 

“their hands with glee. It has a : 
longer term function too, but 
that's probably enough theory 
for now. 

In the last three months of 
1996, Nintendo of America 
(NOA) spent $54 million (£33 
million) on simply letting 
people know that the 
Nintendo 64 had arrived. 
That's about $50 for each 
machine sold there during that 
time. Obviously, NOA were 
under the impression that 
hyping their new machine was 
going to work better than just 
reducing the price by $50 and 
putting it into the shops. And 
they were right. In fact not just 
right, but stunningly, 
fabulously, ground-breakingly 
right. In a country where 
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hype fuels culture, Nintendo 
64 has been a wild success. 

The same cannot be said for Japan. In 
its native country, where everyone 
expected Nintendo to do a veritable dance 
of death over the competition, the N64 
has — and let's not mince words here - 
failed dismally. N64 software sales over the 
last year have accounted for less than 10% 
of the total games sold there, compared 
with nearly 70% for PlayStation, and the 
Sony hardware is outselling Nintendo 64 
by a margin of ten to one. Why is that? 
Look at the games: they're the same ones 
being sold across the Pacific in America, 
but out there people are lapping it all up. 
What's wrong with them? What's wrong 
with us? What's going on? 

The answer, obviously, is that people in 
Japan are quite different to people in the 
USA, and this is reflected in Nintendo's 
wildly different marketing approaches. 
There's more about how games are sold in 
Japan and the US a bit later on. 

eerears 
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Japanese adverts concentrate on getting 

their information over as simply as 

possible. “Starfox is out and comes with 

a Jolt Pak and goodnight.” Thank you 

<j This UK advert uses Nintendo’s most 

valuable asset to full effect. 

But what about the poor old British 
Isles? In our case, we don't have a real 
Nintendo office per se, so THE Games 
have been put in charge of distributing 
Nintendo 64 hardware and software 
instead. While THE Games do have a 
dedicated marketing team, they aren't 
specialists in the video game industry and 
so probably didn't feel comfortable with 

the idea of creating images and angles and 
all the other things necessary to win the 
marketing war. So instead they hired a 
team of specialists from the Leo Burnett 
advertising agency in London, and they've 
helped to devise all the secret ingredients 
in the overall brain-washing recipe that is 
advertising. The aims, as with any 
campaign, are teasingly simple: 

1. Let people know about the new game. 
2. Tell people how great that new game is. 
If it isn't actually that good, try to make 
people think that it is regardless. You can't 
very well go out and say “This game is 
crap. We don't think you should buy it” 
now can you? 

The marketing plan, or ‘mix’, for a new 
N64 game starts long before THE Games 
get their hands on it. Different slants are 
thought up. Men sit around large oak 
tables repeating variations of catchy 
phrases that will go with the new 
game or peripheral... 

ae Gottman ad 
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“N64: Be there." 
“N64: Be with it.” 
“N64: Get there." 

“N64: I'm there." 
“N64: Get with it.” 

“N64: Get into it." 

Teams go away and think about how they 
should market the new game. When they 
come back, each has a new angle, a 
different slant, a more ‘creative’ set of ideas. 
Mock posters are drawn up for each and 
placed in a room full of 
15-year-old boys, while a 
special team of Leo 
Burnett and THE Games 
employees watch from 
behind a one-way mirror. 
Notes are made. New 
ideas. More ideas. It goes on like this for a 
while. These are focus groups — one of the 
mainstays of modern marketing. Eventually, 
the best approach is chosen, and the posters, 

The UK campaign 
e've already established 
how each country has a 
fairly unique marketing 
campaign, thanks in part to 

differences in culture. As far as the UK's ad 
campaign is concerned, the whole 
Nintendo account has been headed by one 
Crispin Reed at Leo Burnett, a casually 
dapper chap with a formidable knack for 
speaking in corporate riddles. But, when it 
comes down to the real nitty-gritty of what 
you see in posters and on TV, ‘the man’ in 
the know is one Phil Gerrard, a fiercely 
ambitious Leo Burnett employee and their 
resident Game Head (“I did my 
dissertation on Nintendo vs Sega"). | 
asked Phil who exactly the new N64 
campaigns are being aimed at. He glances 
briefly back over his shoulder, before 
leaning forward with a conspiratorial 
gleam in his eye. 

“You know, identifying a target 
audience for N64 was pretty tough, as 
the market has changed significantly since 
the days when Nintendo was a major player. 
Sony have done a good job of growing the 
market by bringing back interest from older 
players, and they've given video games 
something they've never really had on this 
scale before — street cred and kudos. | guess 
that Sony realised from the off what gamers 
had known all along - video games are cool! 
Nintendo, on the other hand, is a very 
different brand, with a very different 
personality to that of Sony and we weren't 
about to make the same mistake that Saturn 
did when it launched, and ditch the fantastic 
heritage and expertise that it had developed 
in the early '90s," 

Phil thinks for a bit, and then 
elaborates further. 

“You see Nintendo is, without doubt, a 
kids and teen brand which stands for colour 
and fun. You've only got to look at Mario 

“Men sit around 
large oak tables 

repeating variations 
of catchy phrases” 

TV. ads, press: packs and other what-have- 
yous are sent out by the thousand. 

Leo who? 
Leo Burnett is a specialist advertising 
company considered to be one of the 
biggest in their field. Founded in 1935 by 
Leo himself, their empire today sprawls 
across 83 offices in 71 markets 
internationally, although headquarters 
remains in their founding city of Chicago. 
The London office acts as the centre of 

operations for the whole 
of Europe, the Middle 
East and Africa. In 
addition to Nintendo's 

seen their ads for the 
likes of Kelloggs, 

McVities, Gordon's gin, McDonalds and 
Nickelodeon, to name about 2% of their 
impressive client list. In fact, on strolling 
into the gargantuan steel and glass HQ in 

and other Nintendo-published 
games to work that one out. | 
don't know what Sega were 
thinking when they tried to go all 
dark and sinister on us with the 
Saturn launch. What happened to 
Sonic? And more importantly, what 
happened to fun and having a 
laugh? 

“As Sony and Sega battled it 
out for the elusive style-leading 
and ‘trendy’ early-adopter 
audience, who was thinking about 
the kids? That's where Nintendo 
come in. 12-16 year old lads will 
certainly be where the bulk of our 
marketing and advertising activity 
remains, unless something drastic 
happens in the future. It's that age 
group that Nintendo knows best, 
and it's that age group that the 
entire brand is built around - 
globally. Sure, older players will go 
out and buy an N64 just because 
it's the latest and most powerful 
piece of kit, but that's not where 
the real money is, and those 
people will probably go out and 
buy one anyway — and possibly an 
NTSC import — regardless of 
whether we make an effort to 
advertise it to them or not.” 

A good point, certainly. Early 
adopters and hardcore gamers were 
never going to be swayed much by 
the ‘image thing’ anyhow. They 
judge by different criteria: who the 
developer is, how good the game 
appears to be. They already have a 
pretty good idea about what games 
they're buying regardless of what 
magic the 
marketing men GO! 
sprinkle over the GO! 

“London 

campaign, you may have 

About to buy @ new games machine? 
Is it worth waiting? 

32 bit CD machines are fine, but they 
don't cut ft where it really counts, 

They just don't have the power. 
This does, 64 bit power. Nintendo Ultra 64. 
The speed of silicon cartridge. 

Not CDs =~ 
You can't buy ft yet. 
After all, nothing this good comes easy. 
But do you really wont something less 

powerful? 

s Sloane ‘Avenue; ‘one ‘gets the 
sobering feeling that Nintendo represent a 
very small section of their concerns indeed. 

Although Leo Burnett have been 
marketing Nintendo since the early SNES 
era, and were instrumental in launching the 
N64 across Europe and America, 
“differences in opinion as to the direction 
of the future campaign" have emerged, 
and, during the course of this feature 
being written, a decision has been taken to 
end associations between the agency and 
Nintendo. LB's PR manageress is keen to 
emphasise that the split is a mutually 
happy one, though of course that could 
just mean that both parties were mutually 
sick of each other. In any case, from now 
on THE Games are planning to handle all 
their N64 marketing internally, with the 
emphasis taken firmly off ‘image creation’ 
and back onto good old fashioned 
facts and figures. We'll be watching 
with interest. 
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A In the days 
when the 
N64 was the 
Ultra 64 this 
advert 
appeared 
absolutely 

everywhere. 

<] An example 

of the ‘so 

different 
you have 
to look at it 
approach’, 
This ad was 

particularly 
striking 
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America got the best 
advert of the lot. It 
opens in a scary 
fairground and pans 
past a disturbing 
automaton Wario, 
before ending up in a 
sideshow booth where 
four boys have their 
hair re-arranged by 
Mario Kart. 

ON64 

is, thesé gamers make up a very 
small (though not as small as 
some would believe) 
minority in the overall 
consumer pie. 75% of the 
year's videogame business 
still happens in the three 
months leading up to 
Christmas, and, inevitably, 
much of that will be 
orchestrated by bewildered 
parents, not their kids. But 
while Nintendo may feel that 
this is where the ‘big bucks’ are, 
Sony and the other trendy ‘trickle- 
down’ theorists may beg to differ. 

So has it worked? 
As to the degree of actual success, 
well, everyone will no doubt tell you a 
different story. The commonly held 
perception in the games industry is that 
the early N64 campaign was nothing to 
write home about. But recently things 
seem to have improved with a selection of 
eye-catching TV and print ads. On the 
subject of success, Phil is naturally quick to 
be defensive. 

“Well, look at the facts. 20,000 N64s 
were sold in the first week — most of those 
within the first few hours — making it the 
fastest selling console in UK history. The 
N64's market share was up to 50% within 
the first four weeks, in spite of a £120 
price premium, and if sales continue at the 

A You can see what Leo Burnett were 
going for here, we're just not quite sure 
they got there. It'll be interesting to see 
what THE come up with, though. 

current rate the N64's installed base will 
soon be higher than that of the Saturn, 
which is coming up to its second birthday! 
All of this is quite staggering, especially 
when you consider all the obstacles they 
faced prior to March ‘1st: lack of software, 
severe stock shortages and Sony's price 
drop announcement just two days before 
the launch. 

“Keeping everybody happy really has 
been incredibly tough. I'd say they've 
managed it in the best way that anyone 
could. They received tons of flack from 

customers and the industry for the price 
drop just two months after launch but 
what else were they supposed to do? The 
N64 was bound to suffer when priced at 
£120 more than a PlayStation. They did 
the best thing all round — for the 
development world, for magazine 
publishers, for retailers and ultimately for 
the industry. | know it left a nasty taste in 
the mouths of all the people who bought 
an N64 at £250, but Sega and Sony were 
guilty of exactly the same thing when they 
first launched at £400 and £300 - the only 

asterminded once again by LB (amongst others), 
the American N64 ad campaigns have positively 
shone, thanks in part to a gigantic $200 million- 
a-year marketing budget and wizened guidance 

from Nintendo of America’s internal ad boffins. NOA like to 
call their campaign all sorts of silly things, like ‘wide-focus’ 
and ‘multi-reach’, but the important point to understand is that 
a tremendous number of things go into the American 
marketing soup, of which advertising is only one. 

So what does $200 million worth of marketing buy 
Nintendo every year? Well, there are the traditional ads, both 

Midway's War Gods advert: almost as 
good as the game. 

or ele-Ci acter Molcte emN tt Ta oltCH Nc olustel toa Mea RY Tt 
Nickelodeon, Kellogg’svand Blockbuster, and a new one later 
iaTe@ Zell a Eon sic)| Cage ue are good old=fashioned 
AU CVn M-CMU Mel rcltr mor clades are held between 
NOA heads Arakawa and Lincoln. ce dhs oe eas } 
course, cordially invited. / 

The rest of the money is spent of other Reng Bi 
providing demo units in“point-of-purchase lacations'.(of, er, 
‘shops’). around the country and setting up dedicated eine 
advertising. For one of the less disgraceful examples, take a 
look on the Internet at http://www. aeforet com (and receive 
e-mail from Fox McCloud himself!) 

NMP eColieodarel me es tiaraetola ic a, made between 
le Wagoner aM W AN eon NN UTe gl 

Ps Pee MIP ienE lm Colm aan ee nt cet 
individually assigned marketing budgets ~ 
iter mcralol ac cii(cle mater caee- Lunt -ecw| 00016 Rm 
bigness. Of course, the.exact arnount will 
vaty from publisher to publisher, but to give 
you an example, Turok was assigned $20 
million by Acclaim, and Starfox 64 was 
deemed important enough to hit retail 
backed by $7 million of marketing. Which 
do you think will end up selling more in the 
long run? A hard one to predict, but at least 
as far as the US market is concerned; the 
answer will certainly be as much to do with 
generating a successful image around the 
title, as it will the quality of the software. 



difference was that N64 owners ‘weren't. 
expecting it to happen so soon." 

Is the UK really that 
different from America 
or Japan? 
Well, yes and no. Of course, there are 
several universals that apply to all markets: 
certain licenses and sequels will inevitably 
be more ‘marketable’ than others (ie, 
everything by Miyamoto), as are particular 
types of game (beat-'em-ups, racing 
games, the major sports). Quality software 
also has a habit of subtly creating its own 
hype, in the form of positive industry buzz 
which really does trickle down to the 
public via word of mouth and the more 
easily impressed magazine editors. 

But what differs (and dramatically, as 
we'll see later) is the creative offensive that 
Nintendo goes on when presenting new 
titles to the public. In America for example, 
games are almost exclusively marketed as 
‘tuff’, whereas in Japan the dominant 

creative force for advertising is that of *: 
quirky humour (although the ‘tuff’ 
approach is fast becoming fashionable 
amongst Japanese ad agencies). Somewhat 
predictably, Phil has an opinion on this 
front too. 

“In the US, Nintendo 
is a very, very powerful 
brand, much bigger than 
in the UK thanks to the 
outstanding success of 
the NES and the Famicom 
back in the late '80s and 
early '90s. In its heyday it was reported 
that a Nintendo console of some sort was 
in over a third of US households with kids. 
Sega were practically nowhere in 
comparison, unlike in the UK. It's that 
familiarity, awareness and real mass market 
domination —- even grannies play Nintendo 
in America - that has paved the way for 
the outstanding level of success that the 
N64 has experienced in the US market. In 
America, Nintendo is right up there with 
the likes of Disney and Coca Cola. Its 

“In America, 
Nintendo is right 
up there with the 
likes of Disney...” 

amazing ‘popularity has: cértainly made‘i 
much harder for a newcomer like Sony to 
simply walk in and take over." 

Fair enough. But the fact is, Sony have 
pretty much gone and done exactly that. 

And while the amazing 
success of the 
PlayStation in Japan 
hasn't quite been 
repeated to the same 
extent in the US, a lot of 
credit must be given to 
Sony for making the 32- 

bit market their own, and getting it right 
more or less from the very beginning. Of 
course, the N64 phenomenon is now in full 
force in the States, even enjoying public 
praise from such luminaries as Steven 
Spielberg (who actually rang up Howard 
Lincoln in the Christmas '96 rush in a 
desperate bid to get hold of the new 
machine). 

Regarding the Japanese 
and UK markets, Phil happily GO! 
elaborates for us once more. 

he Japanese marketing campaign is 
shrouded in mystery. Okay it isn't. It’s just 
trickier than usual to decode NCUs. press 
releases because they're not-in English. But 

who needs that corporate hot air anyway? 
Videogame advertising in Japan is best described 

as... different. And occasionally even just plain weird. Of 
course, weirdness is utterly subjective and no doubt the 
Japanese let out a collective “Uh?” when Nintendo of 
America put a baseball cap on Kirby and actually tried to 
market him as a tough guy. Obviously, there are visible 
ell irocameccm aman] it] (om 

The N64 itself kicked off with what most people would 
describe as a rather understated ad campaign. There was no 
particular angle, no‘fancy image creation and the rest of it. 
Just a plain white photo, with a blandly rendered image of 
Mario standing over an even blander aerial black ‘Nintendo 
64' logo. Some other blurb lurked shyly underneath, 
obviously trying its best not to disturb the general blandness 
of the proceedings. But then again, nothing fancy was really 
needed. Nintendo had ruled Japan for years, and now they had a 
new system that in theory was the most amazing thing in the 
history of the world. It had what everyone was calling the greatest 
game ever. And it had Shogi. How could it fail? Answer — it could 
not. As Peter Main once generously pointed out, the damn thing 
would just sell itself. And it did. For a little while. 

The campaign has grown more prominent since then, but it's 
still curious how many of the N64 ‘event’ games are so under- 
marketed. Both Wave Race 64 and Mario Kart 64 — essential titles 
in the N64 release schedule — graced far fewer back magazine 
covers and billboards than games of lesser stature on competing 
systems. Certainly Nintendo loyalists were surprised back in 
December 1996, the week that Mario Kart 64 shipped. The back 
page of weekly Japanese video game bible Famitsu (always 
reserved for THE's most anticipated soon-to-be-released game) 
carried ads for a PlayStation horse racing sim throughout the peak 
month that Mario Kart was selling. Although Nintendo Japan may 
like to argue that this was simply a matter of subtle 
understatement, it was certainly a move that was pondered 
amongst the Japanese games press and gamesplaying public alike 
and many people were left with the odd impression that Nintendo 
didn't really give a monkey's. 

Macho ads are out in Japan. Things Perry 
with a little more grace here. ee 

Of greater success was Nintendo's second’ promotional ploy 
for Mario Kart 64: the organisation of a National Mario Kart'64 
contest, with elaborate goodies such as gold N64°controllers and 
TMA e glace) OM Colac lo MM Nal MRO iam Une atgl sw cley<laloscs 
are usually far more comfortable with, and it prompted 
something of a mini-hysteria, with thousands of players duly 
shaving milliseconds off their Mario Circuit times. One report 
detailed the plight of a particularly sorry gamer who, after 
boasting to his friends about his amazing Mario Kart time, woke 
up the next day to find that his house had been broken into and 
his cartridge stolen. 

More recently, Nintendo Japan have orchestrated a much 
better campaign — employing the nubile talents of cute Japanese 
teeny-bop idol Hirose Yoko to promote both Starfox 64 and the 
N64 in general. One of the TV ads sees her getting, ahem, all 
excited about the potential of the Rumble Pak. This, as predicted, 
has certainly received a much more enthusiastic response from the 
Japanese gameplaying public. Another of the ads features said 
TYAN) LAL L-NAME LAL OW LR Aare ta (Oe 
inspection, actually turns out to be a field of yellow N64 
controllers on stalks. 

TV ADVERT 
A case of ‘almost but 
somehow not quite’ 
for this one. Two 
drivers courteously 
offer one another an 
empty parking space. 
They have it stolen 
by a speedy Mario 
Karter in a yellow Fiat 
126. Belly laughs all 
round, then. 
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“inthe UK it’s b 
story, with Nintendo always having to 
compete more aggressively with the 
competition — Sega in the old days, and 
now head-to-head with Sony. From a 
marketing and advertising point of view, 
US consumers are obviously pretty 
different to gamers in the UK, so we 
naturally have had to adopt a slightly 
different strategy. The Nintendo brand 
personality is pretty much the same world- 
wide, but each individual market is faced 
with a different set of marketing 
challenges. Therefore, simply running the 
US TV commercials in the UK is often not 
the best route to take. We looked at doing 
this prior to March 1st when we tested the 
US launch ads with several groups from 
our target audience. The reaction we got 
back surprised us all, with our audience 
rejecting the strong ‘American-ness’. 
However, having said this, just because the 
work from the US hasn't been right for the 
UK market to date, isn't to say we won't 
consider it in the future and we work 
closely with our Leo Burnett office in 
Chicago to identify any such opportunities. 

“And as for Japan, well, it's difficult for 
me to 

comment on the N6é4s performance 
there. | certainly wouldn't say it's doing 
badly. Sure, it's had a slower start than in 
the US but I'd put that down to lack of 
software more than anything else, and 
definitely not a poorly judged marketing 

strategy. Once some more games are 
released, and a few more strong third 
party titles hit the market, I'm sure we'll 
see Nintendo regain the lost ground — 
and very quickly. 

Have we go your 
attention? The wacky 
world of N64 PR stunts 
These are the one-offs, designed to cause 
a stir, create publicity, make a splash. A 
classic example would be Sega projecting a 
100 foot image of two characters from 
Virtua Fighter onto the Houses of 
Parliament during the Major vs Redwood 
leadership contest. They don't all have to 
be this brash of course, some are subtle 
and well thought-out but create just as 
much of a stir. The Mario Kart 64 time trial 
competitions held across Japan and the US 
were essentially PR 
stunts, and ones that “Acclaim... 

x 

N64 Magazine's star issue 1, of course). 
And from GoldenEye 007 onwards, all NP 
subscribers will also have free info packs 
mailed out to them for each major 
Nintendo game, as and when they happen. 

But for really hardcore PR stuntage, 
Japan is still where it's at. Were any of you 
unlucky enough to be in central Tokyo for 
the launch of Sega Saturn a few years 
back? If so, you'd have been repeatedly 
accosted by coneheaded freaks begging 
you to travel with them to Planet Saturn. 
Sounds a bit Heaven's Gateish. However, in 
line with the overall understatedness of the 
Japanese N64 campaign so far, the wacky 
PR stunts there have been pretty thin on 
the ground. Leave it to Konami then, to 
dress up some poor bloke last month as 
Goemon the Warrior and (what else) have 
him wander the streets of Tokyo accosting 
random people. Konami also managed to 
persuade McDonald's to feature little 

Goemons on their 
placemats. And a local TV 

worked well to promote @qaclared Turok Day, station played some 
the game in their 
national contexts. Of 

less value 
perhaps, was 
the stunt involving NOA heads 

around the NOA parking lot in 
Seattle. Arakawa won by a 
whisker by the way. 

Then there was Turok. Not 
content with a ‘conventional’ 
$20 million marketing push, 
Acclaim teamed up with the 
mayor of their hometown and 

©, declared Turok Day, complete 
with a carnival through the 
town centre in the game's 
honour. Even more 
ambitious, perhaps, is the 
way in which NOA have 

increasingly started to market ‘door to 
door’. Nintendo Power subscribers (readers 
of the official Nintendo magazine in the 
US, with a circulation of millions) were 
each mailed a free VHS tape showing 
upcoming attractions on the N64 - an 
expensive and unheard of gift (outside of 

UK USA 
59 million 250 million 

£6 million £125 million 

260,000 2.5 million 

LB/THE Games NOA marketing team/LB 

complete with a 
carnival” 

Arakawa and Lincoln go-karting 

footage of the guy in the 
Goeman suit settling 
down to a haircut. Most 
people agree it was a slow 

news week. 
Particularly popular with Japanese 

youngsters is a Nintendo-sponsored TV 
game show called ‘64 Mario Club’. It 
features four teams of two kids each, plus 
a moderately famous Japanese celeb on 
each team who usually does nothing but 
screw up the kids’ chances. Each team is 
tested on N64 trivia before fighting it out 
on Mario Kart 64 to determine the 
ultimate weekly champion. It's not bad in a 
Day-Glo, forced-smiles kind of way. 

And over here? 
Not much to report in old Blighty, though. 
THE Games did not see fit to splash out for 
the release of Mario Kart 64, instead 
selected games journos were treated to an 
afternoon's go-karting. After watching the 
antics in America and Japan we 
could do with something a bit more ® 
imaginative. Trip to Saturn, anyone? 

JAPAN 
130 million 

“We cannot say" 

2.5 million 

NCL Internal Marketing 
Department 

Young boy culture, now moving ; Wacky humour. Failing that, bring 
over to facts and figures. N64 is tough. Really on the schoolgirls. 

Failed t 1 Bune Go Go!! Troublemakers — great game, 
“You can’t buy this!” ave by oe ae a Fates fc no ads. Didn't even make the top 30 

ge YSTNGICTS IC Sas software sales the week it shipped... 

Bringing us PAL /SS64 jistab hi Starfox 64 — one of the fastest selling 
weeks prior to the USA. Pee Aen eve ne videogames of recent times in Japan. 
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The Finalists 
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Rob Pierce 
of Salisbury 
was the only 
entrant to 
manage a 
sub-01'03 
time, with 
his blinding 
1'02"72 Raceway 
leaving him a some days resist the 
full half a prior to the temptation to 

second clear of the nearest final because it was “messing powerslide around the slip-road 
challenger. But then, as he's with his head". Would his off the M5. But the finesse that 
currently ‘seeking work’ as an Mario Kart technique have got bought him a qualifying time of 
artist, he's got plenty of time rusty since producing his fiery 01'03"38 may well have been 
to practice his wall-hopping second-on-the-grid time of dulled by all that motorway 
skills. Rob prefers to play as 01'03"23? And would his travel. His character of choice is 

Yoshi. eccentric insistence on using his Princess Daisy. (“Not a word,” 
lucky SharkPad Pro pay off? he warned.) 
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Toad fan Kit 
Woodman 
of Taunton 
confessed 
he'd had to 
give up 
karting on 
Mario 

Driving all 
the way 
down to Bath 
from 
Cumbria for 
the big day, 
Tom Pepin of 
Alston had 
managed to 

The Plan Round 3: Bowser's Castle Time Trial possible to mini-turbo when he blew it on the last 
Those Thwomps have probably provoked more bend. He just managed to hit ‘Retry’ before crossing 

There’s more to being a great Mario Kart 64 Anglo-Saxon rhetoric in the N64 Magazine office the line and was able to recover and produce a final 
player than simply being able to drive around __ than any other single species. Would our finalists time of 01'37"41. Rob and Kit did their best to 
Mario Raceway extremely quickly. So after be able to retain their ice-cool demeanours? counter it, but could only manage 01'39"18 and 
much debate we came up with a scheme that _ Points at stake: 1 01'38"13 respectively. 
would test the full spectrum of our three Standings: Rob — 0, Kit - 0, Tom - 1 
finalists’ karting abilities. Round 4: Mystery multi-player final 

And finally, to really test our contenders’ mettle, Round 2 
Round 1: Mario Raceway Time Trial we'd be throwing them together into a multiplayer __It was Kit to go first this time, and there was much 
But we had to start off on Mario Raceway, of battle. And we'd keep its exact nature a secret until © oohing and ahhing as he twice messed up the short 
course. As we didn’t have all night, though, wall- the very last moment. cut on the last lap. Having exhausted both his retries, 
hopping was outlawed, and just two ‘retries’ would _— Points at stake: 2 he succumbed to the pressure on his final lap and 
be permitted. used his last mushroom to be sure of clearing the 
Points at stake: 1 jump rather than saving it to zoom across the bay at 

What Happened the bad The result: a swift 1'47"35. Rob was up next 
Round 2: Koopa Troopa Beach Time Trial Round 1 and crumbled, crashing into the cliffs on the first bend 
Another of MK64's great Time Trial circuits, Koopa —_ Not being able to jump over the wall temporarily on every attempt and failing to turn in a final time at 
Trooper Beach features that tricky short cut flummoxed our contenders. “I'm not sure | actually all. Tom did little better, making it as far as the short 
through the rock that can save many seconds but know what's round the other side of the track," Rob cut but then blowing it three times in a row. He, too, 
also spell disaster if it's mis-timed. admitted. Tom was up first, though, and was mini- didn't reach the finish line. A point to Kit, then. 
Points at stake: 1 turbo-ing superbly where you wouldn't think it was Standings: Rob - 0, Kit- 1, Tom - 1 



Round 3 
With both retries expended, a disastrous collision with 
a wall cost Rob many seconds on the first lap of his 
third attempt. Despite rallying bravely, his time of 
02'31"64 didn't look hopeful. And, indeed, Tom's 
02'27"36 clobbered it decisively. But for the second 
time in a row it was Kit who really came up with the 
goods, managing to powerslide between the 
Thwomps as if they weren't there at all. His final time 
of 02'25"53 earned him a round of applause and his 
second point of the afternoon. 
Standings: Rob — 0, Kit- 2, Tom - 1 

So we entered our mystery final round in an 
interesting position. Although Kit was leading 
there were still two points at stake, so Tom 
could overtake him if he was to come out top 
this time around. And Rob, too, could 
theoretically force a draw if he took the two 
points. There was, as they say, everything still 
to play for. 

Round 4 
And the mystery decider would be... Diddy Kong 
Racing. Not Mario Kart at all. This was the first 
time our finalists (and, indeed, anyone outside 
Rare and a couple of magazines) had clamped eyes 
on Rare's forthcoming Meisterwork, so it would 
test their kart-handling abilities to the full. James 
did a demonstration lap of DKR's Crescent Island 
course and then, after a brief familiarisation period, 

our finalists.wereslet|loose. Tom gotthe hang of 
DKR's unusual power-up system the quickest and 
gave Kit some severe hassle with homing missiles, 
but it was Rob (playing, slightly embarrassingly, as 
Pipsy the Mouse) who'd been paying closest 
attention to James' demonstration. He headed 
straight for the speed-up arrows, streaking ahead 
of the others and staying in the lead right up to 
the finish line. 
Standings: Rob — 2, Kit- 2, Tom - 1 

A draw! This wasn't meant to happen. What 
now? Searching through the official N64 
Magazine Rule Book (which guides every 
minute of our lives), we discovered, in the 
section on championships, Directive 409, sub- 
section D, paragraph (ii), which states: “In the 
event of a tie after the final round, the winner 
shall be decided by a sudden death play-off 
involving James.” 

Sudden death play-off 
And where better to die suddenly than Wario 
Stadium? With its accident-prone ramp towards the 
end of the track, and James bringing up the rear 
with Thunderbolts blazing, anyone could potentially 
take home our gold-effect-style trophy. 

James didn't manage to find any Thunderbolts 
as it happened, though, allowing the previously 
beleaguered Tom to creep towards the front as 
Wario Stadium’'s lengthy laps progressed. And his 

lead steadily increased as Kit and Rob exchanged 
Red Shells furiously. By the time he rounded the final 
corner he was a good ten or fifteen seconds ahead 
of the others, and, as he crossed the finish line in 
first place, smiled for the very first time that day. 

St 
Tom Pepin, then, is officially the finest 
Mario Kart player alive today. He was still 
smiling as he was presented with his 
trophy, along with a copy of Lylat Wars 
(so he could get started on our next 
contest) and the traditional bottle of 
Champagne-style drink. Congratulations! 

THOSE QUALIFYING TIMES 
So what happened to Vincent Coyne? For Stage 3, remember, we 
were only accepting times accompanied by videotaped evidence 

01'02"72 
Kit Woodman, Taunton 

of all three laps. 

ea 

2 01'03"23 

3 0103"38 

Lee Middleton, Hull 

Chris Scarangella, Belfast 

Aaron Chambers, Worcester 

Steven Zwartjes, Holland 

Steven D. Ridley, Ramsgate 

12 | 01'04'16 | Stuart Richards, Dorking 

13 Martin Pamphlett, Vienna 

14 John Hunt, Sunderland 

15 Stuart Hayward, Swindon 

16 | 01'04"43 | Nigel Glen, Newport 

Tom Pepin, Cumbria 5a 

Richard Dunn, Lincolnshire 

Phillip Richardson , Peel 

N. Glen, Newport 

Clive Edwards, St. Leonards on Sea 
Ben Stiff, Kent 
Jason Howard, Jersey 

Ivo Miguel Castro Couto, Portugal 
Jay Ghumania, Welwyn Garden City 
Ben Murphy, Ilford 

Martin Reinicke, Wales 

17 | 01':04"45 

18 | 01'04"47 

Sean Gascoyne, Pontefract 

Henry Segerman, Manchester 

Mr Coyne, it seems, was unable to come up with the goods. Good job we 
were so exacting, eh? Here're the 50 best confirmed times we received. 
Well done to all of you. 

Rob Pierce, Salisbury 

4 0103"56 

01'03"68 

Andrew Hannah, Swindon 

Stephen Griffiths, Walsall 
Martin Conroy, Leeds 

01'05"34 
01'05"43 
01'05"53 
01'05"53 
01'05"61 
0110562 
01'05"65 

Nick Tew, Swindon 

Glenn Peter Davies, Staffordshire 

Robert Churchman, Wisbech 

Richard Gwilliam, Cricklade 

Matt King, Bromley 

Y Patel, Dewsbury 

Robert McCutcheon, Renfrewshire 

01'05"66 

01'05"69 

Alun Thomas, Wales 

Craig Stewart, Erskine 

0105"71 Gary Monk, March 

Michael Olive, Sandwich 

01'05"16 | Daniel Glenfield, Abingdon 

19 | 01'04"48 | Andrew Densley, Bath 

01'05"78 

01'05"93 

John McCormick, Fife 

Jason Howard, Jersey 

01'04"57 | Paul Whitbread, Bedfordshire 

01'04"57 | Martin Reinicke, Wales 

01'05"16 | Steven Salter, Exmouth 

01'05"17 | Martin Conroy, Leeds 

22 | 01'04"58 | John Hunt, Sunderland 

23 | 01'04"68 | Kevin Laumess, Holland 

24 | 01'04"78 | Andrew Mills, Londonderry 

=| 01'05"28 | Paul Sullivan, Clarksfield 

01'06"01 _ Douglas Whitley, Tyne and Wear 

01'06"01 

01'06"04 

01'06"04 

01'06"05 

Lee Thomas, Manchester 

Trevor Scannell, Barking 

James Ellis, Pinner 

Marc Rebeiro, Penzance 

01'05"18 | Stewart Mcdonald, Wallasey 

40 | O01'05"20 | Stuart Richards, Dorking 

01'05"28 | Lee Thomas, Partington 01'06"08 Lee Middleton, Hull 
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our games 
good enough 

To ease you gently into the 
surreal world of N64 cookery 
we present to you that 
mainstay of primary school 
confectionery, the peppermint 
cream. Brought right up to 
date, of course, by being 
moulded into the likeness of 
everyone's favourite Mario 
ghost - the Boo. Not only will 
they delight your family but 
they'll also increase your 
‘street cred’ tenfold should 
you take a batch around to 
your local games emporium. 

to eat 
by Wil and Sue Overton 

64 gaming is all about expert hand/eye co-ordination, lightning reflexes and the smug 
knowledge that you're playing on the best games console there is. But a gamer without 
nourishment can sometimes find him or herself failing to miss that critical jump in Mario 64, 
or that crucial shortcut in Mario Kart 64. Good grief, a lack of sustenance could even lead to 

Tim's worst nightmare - a total inability to play GoldenEye 007 very well. And it's with this in mind 
that we'd now like to bring to you the perfect snacks to help keep the N64 gamer strong and alert - 
gaming goodies that are good enough to eat. 

In addition to the ingredients listed for each of the three recipes shown here you might find it handy 
to have such implements as a wooden and a metal spoon, a mixing bowl (or two), a measuring jug, some 

greaseproof paper, a sieve, a mixer (or whisk) and a rolling pin. Those under the age of 30 might also wish 
to have a grown-up present to oversee some of the more hazardous aspects of the cooking procedures. 

LVI OL HONONI GOOD SIWV? UNOA ANVW mee! 

Separate the egg white from the yolk and whisk the 
white until it's frothy. Then sieve the icing sugar and 
add around half of it to the egg white. Add a few 

drops of the oil of peppermint and stir together with your 
wooden spoon. Gradually beat in more of the icing sugar 
until the mixture is fairly stiff. 

Sift the remaining icing sugar onto a work surface. Turn 
out the peppermint mixture and knead in as much of 
the icing sugar as possible. Shape into round Boos 

(that's a ball for the body and two little rounded pyramids for 
his arms) and use coloured icing pens for the eyes and mouth. 
Place in a warm place, on greaseproof paper until dry. 

December 1997 B 



These top muffins hold a 
Mario-style surprise inside. 
It's (whisper) a marzipan star 
sealed in the middle with jam. 
(We've used apricot, but feel 
free to experiment — for a real 
surprise you could try 
Marmite, for instance.) Try 

making a batch but only 
putting stars in a few of them. 
When your guests complain 
they didn’t get a muffin with a 
power star inside you can 
pretend you're Bowser and 
shout at them a lot. 

Preheat the oven to gas mark 2 Beat the egg, and then add the Pour the milk/egg/oil mixture 
7 4/200°C. Then mix the flour, milk and the cooking oil to the 3 over the flour mixture and stir 

baking powder, sugar and salt mixture. until the whole thing is well 
together in a bowl. Put to one side. blended together. 

Fill a greased muffin tin (or While they're cooling, roll out Carefully slice open some of the 
4 muffin cases) two-thirds full B sine golden marzipan and cut 6 mi and seal a star inside 

with the batter mixture. Put in your star shapes either by hand each with the jam. Voila! Mario's 
the preheated oven for 20 minutes. or with a pastry cutter. You can add Mystery Muffins. If you're careful to 
When they're done let them cool on a the traditional Mario star eyes with hide the stars properly, that is. 
wire rack for around 15-30 minutes. the same icing pen tube used for the 

peppermint Boos. 

Wave Race Refresher 

What better way to add that 
finishing touch to your N64 
taste extravaganza than with 
the beverage that's impossible 
to drink without getting into a 
complete and utter mess — the 
Wave Race Refresher. For that 
extra added realism try 
drinking it in the bath, riding 
a jet-ski made out of an old 
cardboard box. 

Fill a tall glass with lemonade Next, get a decent-sized scoop The finishing touches are some 
(you'll need the normal clear of vanilla ice-cream and plonk.it coloured glace cherries to 
stuff, not that traditional ‘cloudy’ squarely onto the surface of the represent the buoys. At this 

lemonade that's become fashionable), liquid. If you're feeling really confident point, small flags and miniature jet- 
and-pour just’a few drops-of the food you could always mould it into the skis made from wafers are optional 
colouring into it. Glacier Coast course. extras that can make all the difference. 



COLOURED OFFICIAL 
NINTENDO 64 
CONTROLLERS 
Available in blue, green, 
red, black and yellow 

ONLY £25.99 
with Lyi Wars, OR £22.99 FOR 2 OR MORE 

SHARKPAD PRO 64 
Enhanced Controller with Auto- 
Fire and Slow Motion functions 

EXCITEMENT 01993 844885 
DIRECT Yam to 8pm Mon-Fri, 10am to 7pm Sat 

11am to 4pm Sun & Bank Hols 
THE NINTENDO SPECIALISTS OR FAX ORDERS TO 01993 840750 

POSTAGE FREE FOR UK doa wins weogars topes Ereasscaais once ALL ITEMS GO 181 CLASS 
NINTENDO & GOLDENEYE .. niseinioheaionesnsecaal ONLY £25.99 
NINTENDO & GOLDENEYE & TREMOR PAK .................4/ GALL |} Of £22.99 FOR 2'OR MORE 
NINTENDO & BLASTCORPS OR BOMBERMAN 64 . ARCADE SHARK STICK 
NINTENDO & TOP GEAR RALLY OR LAMBORGHINI C4 cia Arcade-Style Joystick with Auto-Fire 

NINTENDO & EXTREME G OR DOOM 64 OR MARIO KART 64 and Slow Motion features plus Memory 
NINTENDO & INT. SUPERSTAR SOCCER 64 OR MARIO 64 { Card Slot. Interchangeable Joystick 
NINTENDO & MISSION IMPOSSIBLE . / 
NINTENDO & DIDDY KONG RACING ................. 
Get £2.00 off every controller, and 1 .50 off every Larrg or other MAKO PAD 

DIDDY KONG accessory bought at the same time as your Ninten High precision control, idea fr fighting 

RACING PRICES INCLUDE FREE DELIVERY WITHIN 2 DAYS vames:"Memary Slat 20.99 
Buy an official Nintendo j ALL MACHINES ARE FULLY GUARANTEED FOR ONE YEAR SUPERPAD 64 PLUS 
controller at the same =(©)/\ Ly FB 9), 9) if your machine Is faulty we will collect it from you and Auto-Fire and Slow Motion features 
time for just £23-99 — a eg ae sf es “i potable a 

on . on s 

ey G 0 LD EN EYE 1) Buy an official coloured aie aye ccaeneee s UPERPAD 64 oniv £14.99 Siiniis 

OMY 89 — gyyy Oy “fet oc Seow 
MISCHIEF MAKERS oDNLY £39.99 2) Get £5 off a Mad Katz Steering Wheel 8 Digital Action Buttons plus 

& OFFICIAL MEMORY CARD ____ (usually £55-99) 8 Way Directional Pad 
ONLY £52.99 & TREMOR PAK & RUMBLE PAK if bought at the same time ONLY £57.99 

ONLY £49.99 ONLY £51.99 also available, wheel with rumble capabilities 

SHOCKWAVE 
Unique SHOCK SENSOR adds force. 

an Tee UMELeE PAK BOMBERMAN 64 Feed-back to ALL GAMES. 
8 a Rumble Pak atthe same time so your opponent can auneD re ‘ Built in 1 Mb Memory card £21.99 . te same tine your opponntcan (QM, ONLY £39.99 | Bultin 1 Mb Memary card £27.99 : 
2) Buy a fal ranted Contr or Shag Pro Ser Cann TTT ED ie de mike Meer mtin se 

memory slot. Rumble pack compatible £20.99 button and LED display 

NINTENDO 64 GAMES ONLY £58. 99 
seinvien cAaLes ANO CARDS iScELLANEOUS 

ISS64 & OFFICIAL CONTROLLER NFL QUARTERBACK CLUB 98... 
KILLER INSTINCT GOLD . PILOT WINGS 64. 

BLAST CORPS & 1MB MEMORY CARD 
BLAST CORPS... 

Joypad Extension Cable. N64 Cleaning Kil 
Pair of Extension Cables. Official Carry Case 

BOMBERMAN 64. LAMBORGHINI 64 .... ROBOTRON 64 Seat able - Improves lc and Sound Gua a a ee mies 
CLAYFIGHTER 63 1/3. LYLAT WARS & JOLT P SHADOWS OF THE : SY Pa a 
DIDDY KONGS RACING MADDEN 64. SPOOKIE.... “es: ea 32 Unreal came haat (isos 

seeeeeeeee MARIO 64 oe STARDUST ” but SVHS tible TV or Video ....£8.99 fave Race or Starfox 

ee MARIO KART 64. ...£39.99 TOP GEAR RALLY. £39, sca Catverer Gable (CONGAIVGGLGT” Ree ee 
; Fi POLE POSITTON Gi Cart MARIO KART & OFFICIAL CONTROLLER..........263.98 TONIC TROUBLE ..... £44, svat yout pay 2 USK oF Japanese machine = Pical Marke 64 PleyrsOnl00 

FIFA ROAD TO THE WORLD CUP CALL MISCHIEF MAKERS........ £39.99 TUROK: DINOSAUR HUNTER. ss oficial temory Card a9 Oficial Turok Player Guid .. 
" cial Rumble Pack . 

GOLDENEYE ......... £39.99 MISSION IMPOSSIBLE .. . CALL WAVERACE .... £44, 256kb Memory Card . Starfox Game Secrets 
1MB Memory Card ‘Tremor Pak 

WAR GODS... ee 4MB Memory Card Action Replay - Hundreds of built in cheats for all the 
WAYNE GRETZKY . we Game Killer 64 - C best games, fully programmable memory, Memory 

including Mario 64, Mario Kart 64, Wave Race, Cruisin Manager and Smart Control Slot add fantastic 
USA, Pilot Wings & Shadows of the Empire....... a expansion features . ea 

MRC MULTI RACING CHAMPIONSHIP . 
MORTAL KOMBAT TRILOGY 
NBA HANGTIME 

HEAVEN 'N' HELL .. 

3.90 I bought KKON SUPER N ES GAMES TENDO GAM | D NIN 
TKS NINTENDO 64 GAMES DONKEY KONG COUNTRYS ta. ane i 2nd WARY s FROM ONLY £7.00 

EMPIRE STRIES BAK. Gene M GLE AERO FIGHTER ASSAULT . £57.99 MISSION IMPOSSIBLE .......c.e0se0sne £57.99 
CLAYFIGHTER 63 1/3 57.99 MK MYTHOLOGIES: SUB ZERO £57.99 OR 
CRUISIN USA.. 57.99 MORTAL KOMBAT TRILOGY... £57, KLLERINSTNG 299 TERRANGMA f : 
DARK RIFT. 54.99 MULTI-RACING CHAMP’SHIP £57.99 RBY NURSE .. 19, . ; 99 MOLE MANIA..... 
DOOM 64... 57.99 NBA HANGTIME... ood) | Fe ea ea a SOR t ASTERO : 80 NIGEL MANSELL 
DOOM 64: ABOLITION .. 57.99 NFL QUARTERBAC £57.99 = Nace i ASEBALL 99 PINBALL FANTAS| 
DUKE NUKEM 64 57.99 QUAKE... £57.99 ; , oot e eee M7. YOSHIS ISLAND .. if BUGS BUNNY 2.. t PRIMAL RAG! 
EXTREME G.... 57.99 ROBOTRON £57.99 ZELDA ven 3: DAFFY DUCK -99 RETURN OF THE JED! 
F1 POLE POSITION... 

| GRETZKY 98... 
HEXEN 64... 

‘57.99 SAN FRANCISCO RUSH 
57.99 TUROK: DINOSAUR HUNTER. 
57.99 TUROK & 1MB MEMORY CARI 

INT. SUPERSTAR SOCCER 64 57.99 WAR GODS....... 
JEOPARDY... 57.99 WAYNE GRETZKY. 
MACE: THE DARK AGE. 57.99 WCW VS THE WORLD... 
MADDEN 64 57.99 WHEEL OF FORTUNE.... 

. ROAD RASH .. 
ACCESSORIES 5 SOCCER 

OFFICIAL NINTENDO CONTROLLER . I 99 STAR WARS. 
NINTENDO AV ADAPTOR, I STARGATE 
NINTENDO AV CABLE oe STREET RACER. 

cea 7 Seen 
SCART CABLES...... : Aare 99 TARZA seseseseecceccsssssisi 

SRSRBBR2R 

GREMLINS II 
PAceeced OF NOTRE DAME (DISNEY’S) : Re # 

or JAMES BOND 007... 
condition within 3 days of receipt by JUNGLE 800K 

10 refuse exchange If the hem be not KILLER INSTINC TINY TOONS. 
KIRBY'S BLOCKBALI if TOPSY TURVY GAMI 
KIRBY'S DREAMLAND... x TOSHINDEN.. 

. by LION KING... i TRACK MEET 
spud anon Rate. Wile esoee BG g Gans, Be amie Mths Ganbes wee SAAS os senevate iat are erapats ibatSia RyarbmsaiS RTE eu eieiacee a Sarasa LOONEY TOO "99 WAVE RACE.. 

| WARIO BLAS’ 
WARIOLAND.. 

9 

Postage is free for all orders shipoed within the UK P&P 
Optional NEXT DAY DELIVERY available, £5.00 for 1st item plus £1.00 
for each subsequent item. Overseas postage £2.50 per software iter OTAL 

CASH im CHEQUE (Please allow 8 days for cheque clearance) C POSTAL ORDER L_] carp LJ ‘SILVER GAMEBOY POCKET & TETRIS . . 

cero wane III IICIILCIULIUULIOL 80000 O08] Sateen oti i CLEAR GAMEBOY & STAR WARS ..... 2... 2.6... ee eee eee eee 

PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE. BLACK GAMEBOY & GOLF TETRIS & CARRY BAG ‘ 
; PSU (GB OR GBP) ..... £8: POWER SUPPLY UNIT ... CHEQUES PAYABLE TO: EXCITEMENT DIRECT, 1ST FLOOR, STREATFIELD HOUSE, ALVESCOT ROAD, CARTERTON, OXON OX18 3XZ Naki CAR PLUG PLUS “e099; SUPER GAMEBOY & PLAYERS GUIDE 

Inevitably some items may not yet be available. Please phone to check availability. | f — LINK LEADS ......... SUPER ZOOM - MAGNIFIER 
Prices correct at time of going to press.E & OE a @3) ~~ RED GAMEBOY & KILLER INSTINCT ‘ SLIP LEATHER CARRY CASE ... 

= SNES SS cotta is lAN UTD GAMEBOY & SOCCER x SLIP NYLON CARRY CASE . . 
eee eee eee ee ee 

All rights reserved. All trademarks recognised. 



Save the galaxy, defeat the 
: ‘ ) evil servants of Andross and 

; F ? earn every medal (bar a 
», Apply /| \ Purple Heart) before 

Jetetene| | on ont tet ot luncheon in 
+ f. ud Ithough we like to think we 

; know a lot about Nintendo 64 
SS eee games here at N64 Magazine, 
om ye we're constantly finding 
« © © +} = ourselves outwitted by you, our devious 

a » readers. You've been beating our high- 
¢ seinet © scores, surprising us with tips we'd never 
ees eT realised existed, and even, just recently, nen. presenting us with entire playing guides, €. 

Experts wanted to 
write game guides. 
Excellent ein 

packed with hard-won information. 
com canter wt In fact, we've been so impressed by 

_— * your contributions that we've decided that 
~~ Sr] from now on we'll be devoting four pages 
“Sere Te each month to the best games-related 
—— feature we receive. And we'll award its 

oe ete aoe fee Writer with the latest in designer cold- 
—) ~eeee &) «@ control: an N64 Magazine jacket. (These are 
re hee still being sewn together, but they're 

looking smashing: we'll bring you a . . . weet Serene ohotograph of one just as soon as we'can.) By N64 reader Jon Davies and embellished by Zy Nicholson 
a natin ae aes Reckon you can come up with . 
: “ ‘ >. ma _ something to rival Jon Davies's Lylat Wars Some players might 
ba 2 guide? Study the ‘criteria’ below and get tell you this game is your submission in pronto. : ‘ 

TIME : too short and too easy. 
' CAL What we're after That's because - ahem 

TA Ry @ We need about 2000 words of expert z 
5 advice on your favourite game. = Lylat Wars won't let 

a diol © Follow the example of the ‘How to... 
yo ome guides we've been running in N64 you wander beyond 

lertes & Magazine, and concentrate on one 2 
aren 6 aspect of the game rather than trying to the kindergarten 

t (Ve 2 do a guide to the whole thing. Don't = f 
— worry too much if your English isn't up levels if you re not 

im J) to scratch — this month Zy added the = 
. finishing touches. that good at it. 

AAt 3 iT @ Don't worry too much about pictures or 
é presentation: it's quality of information 

os 6 err we're interested in. 

aeons we 3 © Send your guide to: Don't forget 
~~~} The Jacket Zone, N64 Magazine 
~~ ~~ |-_ 30 Monmouth Street, Bath BA1 2BW to enter the 

ee Sole ed 
-se oe © @ of remembering to include the following 

ee eee fee information: (1) your name, (2) your address, 
er om and (3) the size of jacket you'd like if you 

ede amten Wi (S, Mor L). a7 2 

“aa 7 eee} We'll print the best guide we receive each 
month and award its writer an N64 jacket. 

oo There'll be one on its way to Jon just as Closing date: Wednesday 
. re soon as we can get it dispatched. 12th November 

: ome ™ ~~ + mem (See the last issue for details.) 
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METEO TO KATINA 

Weaponry: Guided Missiles 

Granga Corneria 

You can end this in under a minute if 
you're eager to get on. First, fly low and 
take out one of his legs to put him down. 
As you pass over, still blasting, fire your 
boosters to reach the far side of the 
arena and let the game turn you around 
for a long shooting run. Granga's backpack 
will be brazenly presented for the lick of 
your laser. 

Sometimes you'll spot bombs and rings 
appearing between Granga's legs, and 
these will disappear unless you fly 

Those who remember this Carrier — the 
first boss from the original Starwing — will 
also note that the tactics are exactly the 
same. Each weapon arm becomes 
vulnerable to rapid laser fire when it opens 
its hatch doors to unleash a torrent of 
missiles. Like most videogame bosses, the 
Carrier pilot makes the classic blunder of 
saving his most powerful weapon till last, 
when he could probably have had you all 
with the Plasma Cannon straight off. Doh. 
Pummel his ship as it runs away and he'll 
never have the pleasure. 

underneath to collect them on sight. 
Your wingmen are sufficiently inept to take 
damage from 
his rockets, 
so don't take 
long. It's 
easier to 
shoot his 
missiles for 
rings if your 
shields are 
low. 

ico E ee: 

Shsst| I"ve taken 
rca 

Weaponry: Guided Missiles, Plasma Balls 

Weakness: green fuel tank on back 

Weakness: missile hatches 
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Weaponry: Quad Reflector, Drilling Beam, Asteroid Busters 
Weakness: yellow zones 

> “ - Ms 

Ls S9 he Sek Lo 1 
Pcunning than I 
thought J 

There are three distinct 
stages in the destruction 
of this ship. In the first, 
follow that gap in its 
rotating shield and 
shoot each of the 
yellow triangles on 
which it comes to rest. 
If you hit the shield 

itself, the energy is absorbed and will 
eventually blast back on you (not a 

to dodge the jettisoned shield when 
you take out the fourth triangle. 

SpyBorg Sector X 

So that's what happened here (as if you 
hadn't sussed). The renegade droid will 
start by taking a swing: you need to dodge 
earlier than you think, as a rule, so watch 
for him raising his arms. His head is only 
vulnerable to laser fire when the eyes 
illuminate, and you need to aim indirectly 
while on the move or you'll find yourself 
sitting in the path of his genuinely 
dangerous energy pulses. Keep this up 
until he seems to shut down. The phrase 
“Where is the creator?” is your warning 

that the arms are about to shoot forward, 
so be ready to make barrel rolls left and 
right. Ditto for the metal sheets that he 
hurls at you. 

What remains of his head is now the 
weak spot — a much smaller target — but 
while his arms are spinning you can 
actually use your boost to move in closer, 
sit right in front of his sensor and thrum 
the fire button. Heh. 

Unless.you destroy the SpyBorg before 
the second cycle of this phase, Slippy will 

serious threat, fortunately). Get ready 
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In stage two, stick to one edge of the 
screen to avoid the lightning drill and 
you'll see a yellow diamond at the focus of 
the beam itself. It's easier, but not 
essential, to aim your lasers while the 
beam is recharging. 

Not giving up, the craft will then flip 
over and brandish twin drills that can fill 
half the screen with energy rings. If you 
start at the top of the screen and then 
move down, or vice versa, they'll run out 
before they catch you up. Your final 
targets are the upper and lower rectangles 
in the centre. 

SECTOR X TO 
SECTOR Z 

Weakness: eyes, ‘HAL’ head 

rush in and receive a ten-tonne slapping 
(cheers from the gallery) that sends the 
Arwing spiralling toward Titania. Your 
accuracy and 
expediency 
will thus 
determine 
whether you 
head straight 
for MacBeth or 
perform a 
rescue mission. 



Gor as Titania 
Weaponry: Physical, Tail Spin, Breath Of Goras 
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Shooting the exposed arms will make 
Goras rise from the sand with the missing 
Arwing in his grip (it doesn't matter if you 
hit Slippy. Not in our book, anyway). Use 
barrel rolls to avoid his lasers and ground- 
splitting hammers while shooting each free 
arm in turn. Occasionally Goras will spin, 
whereupon a small Z+R burn will take you 
clear over his tail. 

When the third arm crumbles, Slippy 
will fly free and allow you to take out the 
fourth. Now for the tricky bit: you need to 
concentrate your fire on the exposed heart 
in the monster's ribcage, but very often 

GoleMech venom iene 

THE FOX TEAM 

COCKPIT VIEW 

They're very swift at dodging, but the two 
Shogun suits take so few hits that one 
swift Hyper Laser salvo can finish them for 
three hits apiece. The Warlord is slightly 
trickier, and isn't averse to colliding with 
you — try to get some distance for a 
shooting run or he'll play dodging games. 
The Shogun shield absorbs laser energy 
(you'll see it flashing green) and stores it 
up before firing it back at you in one blast. 
To be honest, though, it's not dangerous 
enough to merit a second thought. 

Reduced to one-third energy, the 
Warlord returns to the launch deck of his 

BRAKE & FIRE 

Saucerer Katina 

S hog UNS Corneria 

you'll find the target obscured by its 
head. Use your rolls to work around 
the head and then boost to get in 
closer. Nova Bombs seem to work 
on Goras too. If you're too slow 
then all 
four arms 
regenerate 
and you'll 
need to 
start all 
over again 
from the 
top. 
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Weakness: body parts 

By smashing the walls as he runs, 
it's the GoleMech who triggers 
stone pillars to shoot from the walls. 
This is a a simple test of your flying 
skills — turn sideways to pass 

laser fire. When he draws close, go for the 
slightly harder-to-hit shoulders and arms. 
The head will turn red when all other parts 
are debris. By firing boosters to catch him 
up you can get a clearer fix on the smaller 

through parts of GoleMech's anatomy: however, 
vertical gaps, we suspect that if you never use a boost or 
swoop and a brake here then the swinging arms of the 
climb to stone idols can't touch you. The Golem is 
dodge really a stone-clad robot, and after you've 

horizontal destroyed the head then his entire metal 
bars — while body becomes a target. A laser 
you buffet his | upgrade/wing repair will appear in every 
back with ‘cycle’ should you mess up. 

Weaponry: Laser Sidearms 
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carrier. This 
makes him 
an easy 
target, but if 
you wish to 
keep the 
shields of 
your 
wingmen 
looking 
chipper then 
eliminate 
him before 
this happens. 

Weaponry: Alien Death Ray 
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On Bill's 
prompt that 
“The 
hatches are 
open!", 
make a slow 
brake-&-fire 
pass under 
the 
mothership 

and aim up at one of the lowered bays 
from which the alien fighter craft pour out. 
Each one is worth five hits. When the 
saucer approaches the very centre of the 

level, overshadowing the Katina Base, 
a conical core will appear on its 
underside. You then have 60 seconds 
in which to destroy this core and 
destabilise the entire ship. Keep an eye 
on your radar: if you inflict some 
damage as soon as the core appears, 
you can spend another half-minute 
clocking up extra points from alien 
fighter craft, heading out to the 
arena's edge for another pass, and 
leave the rest of the core until the last 
20 seconds. The Saucerer's destruction 
adds a further five hits. 



Vulcan solar 

Vulcan's left arm (on your right) 
swings up and down, throwing 
streams of fire, while the other 
moves left to right and raises tidal 
waves, so decide which you find 
easier to dodge and go for the other 

one first. When both 
are destroyed, Vulcan 
will actually use those 
weeping wounds to 
fling lava at you by 
spinning on the spot. 

m The rocks he spits are a 
godsend, though — 

Weaponry: Mantis Claws, Lava Waves, Flaming Rocks 
FIRE & 
SOMERSAULT 
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dead easy to hit with rapid fire, and each 
one spawns a silver ring. You're taking 
gradual heat damage throughout, 
remember. 

The most deadly attack is his Lava 
Wave. Although it's not immediately 
obvious, you CAN avoid this completely by 
occupying the top-left corner and boosting 
forward before it hits. If you think in 3D, the 
wave will thus reach its screen-filling peak 
slightly behind your Arwing. Clever stuff. 

Vulcan's head becomes vulnerable 
when both of his arms are lost. You know 
what to do. 

HOMING SHOTS 

MechBeth macbeth 
Weaponry: Tail Scoop, Rain Of Spears, Incendiaries, Mines, Solar Reflectors 
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You didn't use the track switches, did you? 
You'll just have to fight this out the hard 
way, won't you? Very well... 

The Kite's initial weak spots are the 
head and the tail, both of which it uses to 
attack. When the tail drops, get ready to 
barrel roll clear of his swoop. If the head 
charges up, you'll need a homing shot to 
clear a path through the huge spears that 
materialise (you won't score points for 
these, so don’t get carried away). 

In the next phase, get ready to dodge 
both the vertical bomb eruptions — 
predicted by the kite spinning its wings — 

Bacoon y\etEY 

and the horizontal laser trip mines 
dropped from the train's rear carriage. 
The latter's beams can be skipped over 
with a Z+R burn, or you can shoot the 
mine itself. The Kite's biggest attack can 
be anticipated when it turns its wings 
forward like mirrors to focus huge twin 
rays in a sweeping pattern. But it need 
never reach this stage: just watch the 
anchor carriage and blast into the rear 
hatch when it opens. At this point the 
Kite will go haywire, becoming 
susceptible to your laser fire again. Flick 
between these two targets until it’s over. 

Weaponry: Parasite Serpents, Dark Bubbles 
Weakness: jaw tendons, eyeball 

The three ‘barnacles’ on top of the shell that needs to 
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The next task is to remove the two 
tendons that hold tight the clam's jaws. 
Target one tendon with a volley of laser 
fire until it flashes psychedelic colours, 
whereupon a torpedo can be locked 
onto it for the final snap. Repeat for the 
second. 

Don’t let your torpedoes lock on the 
bubble generators, as it's the central eye 

Saumarine Zoness 

Being a bit generous with the bombs, you 
thought? That's because Sarumarine can't 
be hurt by anything else. At first, your 
lasers are only good for shooting 
cannonballs (worth a Nova Bomb) and 
drums (a silver ring). If you're accuracy 
isn't up to it, a Nova Bomb fired straight 
forward will produce the collectables easily. 

Each smoke funnel! takes two well- 
aimed bombs to destroy, and they're only 
vulnerable when raised. With both 
destroyed, bomb one of the side hatches 
so that it detaches and sinks. This will 
prompt Sarumarine to turn around and 

attempt to retrieve it with the 
crane. Your new target — the 
crane arm itself — takes three more 
bombs to obliterate. If you 
succeed, the ship turns back 
around and allows you to bomb 
the other hatch. 

The wrecking ball isn't hard to 
dodge, as the skipper announces 
when he's going to use it. But the 
stream of plasma balls is a much 
faster weapon, so thank goodness 
your laser is now effective once 
more. Scupper his hull and leave. 

spawn serpents when attacked. A be blasted. 
combination of laser fire and two Shockingly, 
torpedoes will destroy each one in turn you can 
for three hits. usually get 

Weaponry: Cannonballs, Fuel Drums, Wrecking Ball, Plasma Cannon 
Weakness: smoke funnels, gun ports, crane, body 

through this 
last phase by 
simply 
staying 

HIDDEN TIME 
LIMITS 

central and whacking both fire buttons — 
the torpedo explosion will clear bubbles in 
a huge radius, thus protecting your ship — 
until the ten hits message rolls from 
Bacoon's shell. 

Tae, 
GALAXIAN GUFF 
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Gorgon Area 6 

Possibly the most exhausting boss in the 
Lylat System. Every time the Gorgon's shell 
splits open, shoot all three pink energy 
balls orbiting the central lens. They get 
faster and wilder as you progress, but 
you'll need to complete this task several 

Weaponry: Snake Arms, Missiles, Drone Ships, Gorgons’s Stare 

Weakness: energy halls inside shell, central lens 

your best bet is to keep them all 
peppered with laser burns and just 
polish them off as they fly out 
(you'll be warned, as they curl back 
behind the main body before 
lunging). 

Weaponry: Wolfen Lasers 

Weakness: turning circle, predictability 

Weaponry: Lightning Bolts and Asteroid Breath 

PRACTICE MODE times before the lens becomes muddy and Its finishing attack is an 
vulnerable. awesome beam of destruction. You 

Guided missiles or drone ships will be just need to keep rolling around 
released when the Gorgon cloaks and the edges of the screen to stay 
vanishes. You can shoot these for silver ahead of it. When the shell opens 
rings, but go for the Gorgon's tentacles at again you'll be able to blast the 
all other times. It's so hard to dodge those —_ beam's lens. Get that right and it'll 
huge grippers when they slam forward that soon be over. 

Wolf Team Fortuna, Bolse, venom 

The first tip is to nail view. Time it well and 
the suckers before you'll have all four ships 
they get a chance to clustered directly in your 
scatter. As soon as sights. 
they arrive on When you have a 
Fortuna, press Start Wolfen ship at six 'o clock, 
to skip the cinema make barrel rolls to deflect 
sequence and head the shots until your 
to the bottom right manoeuvre bar is free. 
of your scanner. Then hit down+left-C to 
While Star Wolf is somersault and watch the 
still talking you can enemy shoot out in front 
actually fly underneath, get behind them of you. Your pursuer will veer off left or 
and U-turn before they even drop into right, and if you. anticipate the direction 

Fake Andross venom 
To reveal his weak spot you must hit mastication that's likely to cost you a wing. 
Andross repeatedly in the eyes. As he Retros help little here, so the best stalling 
raises one hand in pain, the flashing target _ tactic is to veer sideways and perform a EXTRA BITS : on whine on his other palm can be fixed in your 
sights. Until you destroy this hand, Andross 
will then raise a finger to frazzle you with 
lightning bolts. Avoid it by moving to the 
opposite top corner of the screen and 
resume shooting his eyes while he’s still 
pointing. 

Armed with an upgraded laser, you 
can usually finish Andross before he gets 
beyond this cycle. If not, his deep breath 
attack will suck you in for a good 

The first stage is identical to the fake 
Andross, so use the same tactics to remove 
his face. All credit to the plucky simian — 
he doesn't give up, even when he's got 
nothing but nerve ganglia to hit back with. 

Shooting the eyes isn't tough. They'll 
try to home in, but all you need to do is 
somersault or use roll turns and duck 
under/over that crackling wire to get 
behind them. Avoid any sort of collision 
with the brain itself because Andross 
can trap you in the cortexial tentacles at 
the base of the brain and crunch your 
wings off. 

80 

Andross Brain venom 

somersault as you're drawn in. The vital 
delay will let you escape with no more 
than a scrape, and can even work to your 
advantage if you have Nova Bombs — just 
pop one straight down his throat before 
you evade (a cry of “eat this, melon 
farmer!" is optional) and watch for that 
chilli pepper reaction. 

When both hands are gone, return to 
the eyes and remove his mask: the robot 
underneath will then charge you head-on. 

When he starts to chase you 
around the arena, the trick is to let 
him get right up behind you. Wait 
for the radar to show Andross 
almost upon you, then start barrel 
rolling hard left or right and keep 
going in that direction, no matter how 
long it takes. 

Your turning circle is slightly 
tighter than his, so you will eventually 
end up directly behind the brain. That 
greenish lower segment in the rear is 
its weak spot, and in dire need of a 
little laser surgery. 

then you can actually start to make tight 
barrel rolling turns to chase them before 
you've even fully looped the loop. 

These barrel turns are the key to 
beating the enhanced Wolf Team, as your 
ship still has a tighter turning circle. Just 
keep rolling until you can follow the 
Wolfen fighter with your sights. If they try 
to loop, you can still keep firing at them 
off the top of the screen with a little 
intuition. 

Nova Bombs and homing shots won't 
help, and their upgraded ships can even 
barrel roll to deflect your shots. 

Weakness: eyes, hands 

Fire and roll aside or loose one last Nova 
Bomb to end the game. 



Corneria 
Medal Conditions: 150 Hits 
By flying under its many arches, some 
of which have doors to 
shoot open, or by turning 
your Arwing sideways and 
flying through the gaps 
between tower blocks, extra 
Nova Bombs will appear for. 
collection. Stock up. 

The most rewarding 
enemies are the heavy 
robots that push towers and 
throw girders. Look out for 
those hiding on the sidelines, 
each one is worth five hits. 

There are two paths to 
take at the end of Corneria. 
To reach Sector Y, you must 
first destroy all three 
pursuers to save Falco when he blames 
his G-Diffusers (boost forward if 
buildings obscure your homing shot). 
Then fly through all the rock arches on 
the next stretch of water, blasting the 
skimmers with homing shots (use a 
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somersault under the first arch to get 
the bomb that appears). Falco will then 
lead you through the waterfall in 
pursuit of the Attack Carrier. 

Meteo 
Medal Conditions: 200 Hits 
Brown asteroids are destructible and 
worth points. Rapid fire and Nova 
Bombs will get you off to a healthy 
start. Fly through the rings of grey 
rocks to get power-ups. 

Approaching the first tunnel, shoot 

the worms in the head to prevent a 
rear attack. Aim to somersault just 
before you collect the Nova Bomb at 

the end of the tunnel to claim the two 
rings simultaneously. 

This level introduces the butterfly 
ships, little buzzing enemies who 
produce gold rings or laser upgrades. 
Use rapid fire, then manoeuvre 
through the centre of their laser ring 
pulses to line up another shot. 

In the second tunnel, use 
uncharged rapid fire to take out the 
web-spinning enemies (see our 
Galaxian Guff tip) as all targets pass 
through the same location. A bomb 
detonated at the far end of the tunnel 
will take out a number of small limpet 
lasers and can catch the web-spinners 
outside weaving their grid. 

As you approach the checkpoint, 
try to keep your sights away from the 
web-spinners winding back and forth - 
the rings of ships that appear are 
worth six hits with a homing shot. 

The easiest way to earn this medal 
is to take the Warp. All of the enemies 
you clock up in warp-space will be 
added to your Meteo hits total, 
making the 200 a cinch. 

Fortuna 
Medal Conditions: Wolf Team 
eradicated, 50 hits 

Escape from Venom 
But what's this? Oh noooo — your Dad 

— 
227 000 has turned up to collect you. At parties, 

this would be a source of much 
embarrassment. However, as the Venom 
Base is collapsing with you inside it, and 
he's already more dead than you want 
to be, kindly indulge him in his role as 
spirit guide. The route he takes is 
randomly chosen each time, so keep 
him in sight with regular speed bursts 
on the straights. Only use half the 

manoeuvre bar at a time, and never in a turn, but roll the Arwing sideways 
for wider cornering. 

The easiest medal of all, with a little 
practice. Just shoot a few enemies (at 
least six) before the Wolf Team arrives, 
then finish them all quickly enough to 
score the maximum ten hits. None of 
the radars or perimeter features score 
points, but it can be handy to blast 
one en route for a silver ring. If you 
take too long on this level, not only 

will the base explode (Mission 
Completed, rather than Accomplished), 
but you'll have to face the 

unconquered Wolf Team again in a 
later stage. Kill them all and you 
advance a grade to Solar. 

Sector X 
Medal Conditions: 150 Hits, 
Slippy Saved 
If you came here by switching down a 
grade from Katina, Bill will turn up to 
help you with the warp gates. 

Homing shots will often reveal 
quiet, inanimate targets lurking among 
the debris. Every little helps. If you are 
going for the medal, take the right- 
hand path at the three satellites rather 
than the route to the warp. The score 

for warp-space won't figure in your 
total as with Meteo, so this is the most 
hit-laden path. 

Before you fight the SpyBorg, 
check the space behind it with your 
homing shot: there are two junk 
satellites in the distance and a cluster 
of rubbish shoots past in the bottom 
right while it's getting orientated. A bit 
odd, but they're all worth points. 
Remember that you lose the medal if 
the SpyBorg hits Slippy. 

= 

Titania 
Medal Conditions: 150 Hits 
The sleepy red-eyed pillars always fall 
the way you seem to be heading: fool 
them with a last-second change of 

direction by using a barrel roll. Use 
your brake-and-fire technique on their 
soft white underbellies to take out all 
of behemoth crabs three hits. 

If you want to clear the path of 
triple-clustered land-mines, homing 
shots are essential. Conversely, those 
bleeping time bombs with a large 
yellow panel are blasted out of the 
way with a single shot. The local 
vegetation — a brown cactus — is also 
destructible, and can yield silver rings. 

The Landmaster can climb the 
steep slopes at the side with some Z+R 
persistence. You'll find bombs (left) 
and gold rings (right) up on the 
plateaus, as well as getting a decent 
sight lock on the guards who toss 
rocks into the valley. Use the generous 
number of bombs this level awards, 
employ homing shots on the grouped 
air squadrons, and it shouldn't take 
more than few replays to get this 
medal. 
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Bolse 
Medal Conditions: 150 Hits 
Nothing can be achieved here until 
you've removed the forcefield by 
destroying all of the generator pylons 
(even enemy ships are protected). By 
flying high you can lock on sooner, 
and with an extra couple of hits before 
you duck under the power line it's 
possible to disable the forcefield in just 
one circuit. The perimeter guns aren't 
very effective, although each 
surrenders a silver ring (one is worth 
gold). Take them out for points but 

leave some for emergency energy 
restoration. Rob64 always drops the 
supply box just below the centre on 
your radar. 

The simplest way to get the medal 
for Bolse is to stick to the easy blue 
route throughout so that you dispose 
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of the Wolf Team on Fortuna. After 
removing the shield, take out any craft 
that cross your homing sights but 
concentrate on tackling the central 
core early while its elements are worth 
ten hits. When you're down to just 
one core element remaining, clear up 
the perimeter guns and ships before 
finishing the level. 

Sector Y 
Medal Conditions: 150 Hits 
The mobile suits are a pain. They take 
plenty of upgraded firepower to 
destroy, can trap your homing sights 
while falling apart, but are only worth 
a single hit. Try to skirt around them 
and pick off the triple formations of 
blue drones with a homing shot. 

At one point you'll be forced 
down a narrow gulley, either under or 
over the central partition. Shoot the 
blue drones at the end for a gold ring. 

Although it's not obvious, there 
are two possible paths at the centre of 
this course. You'll see two blue suits 
circling each other, and then be forced 
to climb with Slippy or dive with Falco 
to avoid the sheer wall of the carrier 
behind them. The upper route boasts 

hordes of blue drones (your best bet) 
while the lower route shows you the 
mobile suits being launched. 

You need to score more than 100 
hits in Sector Y to advance to Aquas, 
else you'll be re-routed to Katina on 
medium difficulty. 

s 

Katina 
Medal Conditions: 150 Hits, 
Saucerer Destroyed 
In case anybody's still playing a 
Japanese cart, we'd better stress: some 
of those ships are on your side, fool! 
Learn to differentiate the dark 
triangular attack ships of the enemy 
from Bill's plane-winged defenders — 
just examine what your homing shot 
will lock onto, and what it ignores — as 
you'll need many off-the-cuff rapid fire 
kills in between the homing shots to 
get the medal. 

In our opinion, following the 
general flow of air traffic in an anti- 
clockwise circuit of the base secures 
More grouped-enemy opportunities. 
You should also leave one of the 
Saucerer's hatches untouched until the 
end, so that there's a steady flow of 
reinforcements thickening the air. 
Accomplishing your mission to protect 
the base will take you to Solar: if you 

@ NO, 

fail and get the ‘ID4’ end sequence 
then you drop to Sector X. Bill will join 
you on the next level. 

Solar 
Medal Conditions: 100 Hits 
Clock up as many rocks and dragons 
as you can by memorising the bomb- 
worthy hot spots. Keep a homing shot 
on at all times 
and use it to scan 
left and right. 
The sights will 
even lock on 
targets currently 
invisible behind 
waves or lava 
spumes, giving 
you warning. 

Your shield 
can't protect you 
from the heat but 
the higher you 
fly, the less 
damage you 

take. Those rocks are your lifeline, 
shooting them keeps you in silver 
rings. Somersault or barrel roll through 
a group to collect a few at a time. 
Flashing rocks contain gold rings and 
laser upgrades. 

Dragons destroyed by bombs will 
often surrender more bombs 
themselves, and there are two fields 
where you'll be overwhelmed by 
sudden swarms. A homing shot 
followed by a Nova Bomb (using a 
close manual detonation) can take out 
the entire flock for hits aplenty. 

Macbeth 
Medal Conditions: 150 Hits and 
all 8 switches 
If you geared down to Macbeth from 
Zoness, Katt will offer air support and 
help with switches four & five. 

Your primary target is the Train. 
Each section can be destroyed by 
blowing up all cargo and carriages on 
top and then shooting low for the 
bogie. Half the points for the medal 
can be gleaned from the train itself. 

The only time you should hold off is 
with the rear boulder skips and the 
cannons (which dislodge boulders from 
the mountain sides). Use unlocked 
homing shots to clear the boulders in 
your path for extra hits. 

Falco needs saving when you pass 
under the bridge, but you can havea 
homing shot waiting every time. Use 
Z+R to get through the tunnel 
blockade. You should have at least 100 
Hits by the checkpoint. 

After the checkpoint, you need to 
shoot the eight signal switches found 
along the trackside — look for (1) right, 
(2) right, (3) left, (4) high right, (5) left, 
(6) right behind a gate, (7) left behind 
a destructible barrier, (8) far right 
behind a destructible barrier. The gates 
can be raised and then lowered, with a 

couple of shots. 
Finally, watch for a battery of 

signal lights to the right of the track: if 
any are red rather than green, you've 
missed a switch. Firing upon this 
battery will present the points lever, 
which must also be shot to change the 
tracks. The Train will then veer into the 
sidings and pull MechBeth to its doom 
for a massive 50 hits. 

Aquas 
Medal Conditions: 150 Hits 
Power up your lasers as soon as 
possible by shooting and raiding all of 
the clams on the sea bed. 

This whole level is one big brake- 
&-fire trip. Fire your retros constantly 
so that you have time to take out 
smaller, quicker enemies and starfish 
mines. There's no homing shot as such, 
so the only way to fall below the 
medal requirement is to let things slip 
past you. Even the rocks that fall in an 
avalanche after your encounter with 
the jellyfish barriers can be blasted for 
points. Also, destroy the weakened 
columns of the sunken city to find an 
extra gold ring. 

The Blue Marine's unlimited 
torpedoes function as flares, 
illuminating the murky deep, but don't 
overlook the capacity of its lock-on 
sight to scan for and pick out enemies 
in the dark. 

Zoness 
Medal Conditions: 250 Hits, 
Searchlights Destroyed 
Destroy all of the searchlight buoys: 
you'll know when you've missed one 
because their beams will turn orange. 
Pay special attention to the wave 
gates, which can be raised and 
lowered by shooting the gearwheels at 
the side: one of the buoys is behind 
such a right-hand gate. The lights are 
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worth two hits rather than one. 
Katt will turn up to help shortly 

after the start. She can help you with 
those hard-to-reach searchlights but 
remember that she'll be stealing your 
medal-scoring points. 

Homing shot opportunities 
abound, especially when you're 
confronted with spinning prawns. 
Always use homing shots on the crates 
for extra hits. 

Proceed to Sector Z by disabling all 
searchlights, or else downgrade one 
difficulty to MechBeth. Katt will follow. 

Sector Z 
Medal Conditions: 100 Hits, 
Great Fox unharmed 
It only takes one successful warhead 
detonation to end this level 
prematurely, and there are six 
Copperhead missiles (in waves of 1, 2 
and 3) on a collision course with the 
Great Fox. 

Each of the missiles is worth ten 
hits, so you've still got to come up 
with a staggering shortfall from the 
fairly aggressive fighter ships in the 
vicinity. And while you protect your 
comrades, they will attack the 
Copperheads with such gusto that 
they may steal your points. If you 
came from Zoness, even Katt will need 
to be beaten off. Fortunately, all 
missiles come from the same direction 
— if in doubt, check the port side of the 
Great Fox — so you can lurk in the 
vicinity and act sharpish when they 
appear. Approach the missiles head on, 



make a U-turn on passing, then use 
the occasional retro to stay in their 
wake with lasers screeching. 

You can actually. dock with the 
Great Fox by flying into its upper aft 
hangar: you'll be launched from the 
forward flight deck with full shields 
and any damaged wings repaired. You 
don't really time for this to become a 
useful trick but it's worth seeing. 

Area 6 
Medal Conditions: 300 Hits 
What a pig. The only way to make 
such a score is to start with hyper 
lasers and keep them, so don't bother 
dying for a replay. Use retros and 
somersaults to spend longer on the 
larger targets. The laser dishes (they 
look like spinning tops) can be hurt 
with rapid fire to their pointy 
protrusions for three hits, and they'll 
turn face-up to deliver a volley of shots 
if you fail. The enormous battle cruisers 
can also be destroyed for five hits by 

Mario > 

Kart 64 

Banjo Kazooie 
Blast Corps 
Body Harvest 
Clayfighter 63 1/3 
Conkers Quest 

Duke Nukem 64 
Extreme G 
F1 Pole Position 

taking out their five 
gun turrets and 
blasting the bridge 
superstructure at the 
end. Rob64 will ask if 
you require the 
assistance of the 
Great Fox when 
these appear, but it 
means less targets for 
your homing shot. 

The five 
screwpoint missiles 
must be destroyed 
from a distance with 
accurate fire (lock- 
ons will be too late). 
Each one that passes will double back 
to explode on your furry tail, so if you 
thought you were dying here for no 
fair reason then this is probably why. 

Venom (Easy) 
Medal Conditions: 200 Hits 
Easy Venom is an OTT shoot-out, so 
there are good arguments for a Nova 
Bomb in some sections. You might 
score a couple of homing shots in the 
first wave, but a well-timed manual 
detonation can pick up 20-25 points. 

If you want to take a path filled 
with enemies to shoot, stick to the left 
hand forks. Follow Falco through the 
rock arches to find a gold ring or a 
laser upgrade. If it's an easy life you're 
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after then the second right leads to 
sudden eruptions of rocky blades, 
while the right fork after that is 
another obstacle course of tiny boxes. 
You'll discover a gold ring, hidden just 
right of centre, when the first stone 
pillars start to rain down a la Starwing. 

If your whole team is still alive, 
their last act before you go on alone is 
to swoop in formation and clear a path 
through the stone pillars before the 
checkpoint. Bless. 

Venom (Hard) 
Medal Conditions: 200 Hits 
If you've got the hang of dogfighting 
then you might actually find it easier to 
earn the Venom medal here. This is a 

straight duel to the death with the 
CyberWolf Team, and each one is 
worth 50 hits if you finish them fast 
enough (they drop to 30 hits after a 
few minutes). The Wolfen ships usually 
leave silver stars and gold rings at their 
final crash sight, so follow through on 
those kills for the sake of your shields. 

Lair of Andross (easy) 
Old Starwing players may find 
themselves rolling sideways to avoid 
the beams criss-crossing the tunnel, 

but you can actually shoot the beam 
generators on the wall and even use a 
homing shot to clock up the last 10-16 
hits for Venom. 

Lair of Andross (hard) 
The path we usually take is first left, 
then every right after that. This route 
offers those vital wing repairs or laser 
upgrades to do the job quickly. 
Alternatively, take a right then a left 
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magazine than us, then? Here's how 
to go about it - with a few examples 
you prepared earlier. 

utting a Nintendo 64 magazine together is 
excellent fun, if rather hard work. In fact, 
if our office was a bit bigger we'd invite 
you all to join us. Instead, though, why 

not try creating an N64 fanzine of your own? Loads 
of N64 Magazine readers already have, and we've 
included the best ones here to inspire you. 

Fancy it, then? Here's what to do... 

DOING THE WRITING 
As you'll soon discover, there's more to putting a 
games magazine together than just playing games all 
day. But that's definitely the most important part - 
the finest magazines are always put together by 
people with 
a real 
passion for 
whatever it 
is they're 
writing 
about. So 
before you 
start work, 

make sure 
you know 
your 
subject 
matter — 
Nintendo 
64 games — 
inside out. 
That way 
you'll be 
able to fill 
your fanzine with information you've discovered 
yourself, rather than just copied from other sources, 
which always makes for a more entertaining read. 

Then, well, it's really up to you. Even if you're 
sure of your spelling and grammar it'd be worth 
getting someone to read through your work before 
you commit it to print - readers will pick up on the 
tiniest of mistakes (as we're only too aware of here 
at N64 Magazine). And a few jokes always help. 

We write N64 Magazine on Apple 
Macintoshes using a word processor 
called Nisus. It’s absolutely terrible - 
your words keep disappearing off the 
bottom of the screen. Get something 
else, we certainly should. 

GETTING IT ONTO 
PAPER 
The most time-consuming part of the operation is 
taking everything you've written and turning it into 
something resembling a magazine. To do this you 
could use anything from an old typewriter to a multi- 
thousand-pound PC, although obviously the better 
you can make your fanzine look the more appealing 
it's going to be to potential readers. 

If you're using a typewriter or word-processor 
you'll need to resort to the old cut-'n'-paste method. 
This involves printing all the text out, chopping it up 
into strips and gluing it to the page, sticking the 
pictures around it. Even real magazines were 
produced like this up until about ten years ago. It 
was a messy business. 

Much more efficient would be to get your hands 
on a PC or Macintosh with a sophisticated word 
processor or, better still, some desktop publishing 
software on it. This will allow you to design the 
pages on the screen, pictures and all, and print it all 
out ready to go into the photocopier. You'll also be 
able to have much more fun with titles, logos, icons 
and things. 

PRINTING IT 
If you've got a printer, and you're not planning on 
selling many copies of your fanzine, you could just 
run off everything on that. For larger print-runs, 
though, this'll take ages and use up loads of ink. 
Better would be to find a photocopier 
somewhere. 

Ideally you'll have a parent or friend 
handily placed in a photocopier-equipped 
and liberal-minded office. You might have 
to slip a few quid into the biscuit 
fund to cover paper costs, 
but otherwise your “1 
overheads should be minimal. « j3f 
Failing that, you'll have to pay 
a visit to your local 
photocopying shop. It'll 

become a 
media tycoon 
Reckon you can put together a better by Jonathan Davies 

TOW 
‘become a 
media tycoon 
Recaen you can ata nae 

Wil and Paul design our pages on Macintoshes using 
Quark XPress software. When they’re not playing 
GoldenEye 007, that is. Tsk. 

probably be called something like ‘Kopy Kwik’ or 
‘Pretty in Print’ or something. 

SELLING IT 
So you hold in your hand several pieces of paper, 
neatly stapled together. Now all that remains is to get 
people to buy it. Friends and family will undoubtedly 
be eager to support your burgeoning publishing 
enterprise, but, unless you're unusually popular, 
they'll soon run out. That leaves you with two 
courses of action: getting your fanzine. into local 
computer games shops (which shouldn't be too hard 
if you ask nicely) and selling it mail order. The latter 
will require a little advertising — look for magazines 
that print free reader's ads. And, of course, don't 
forget to send a copy to us here at N64 Magazine — 
if it's any good we'll be sure to tell everyone about it. 

We've all got to start somewhere 
Although he's done his best to hide the 

evidence, Jonathan, N64 Magazine's 
cay own editor, began life on a fanzine 

: a of his own. It was called 
& Spectacular, and was all about - 

yes — the Spectrum. His puns 
haven't improved since. (/’m so 
embarrassed. — Ed) 



@ The best fanzines find a ‘niche’ — a new angle to approach the N64 
from. Concentrating on import games, say, or retro gaming, or being 
‘angry’, or your local N64 scene. This works much better than trying to 
copy professional magazines, and covering the same news, previews and 
MACMALL 
@ Although it's tempting to go haywire with typefaces (or fonts), the 
results will be much more readable if you stick to one or two. We have to 

@ Screenshots will be a problem, as not only do they look rather messy 
when they're photocopied, but they're difficult to get hold of in the first 
place. To take your own you'll need either a camera and a steady hand, or 
a computer with a built-in video capture card. It's probably easier to use 
ready-made ones. You're welcome to snip the odd one here and there 
from your N64 Magazine collection. 
@ Don't expect to make millions straight away. Fanzines rarely make a 
profit, and it'll probably be a struggle just to break even. Think of it more 
as a labour of love - and a possible springboard to a glorious career in 

restrain Wil sometimes. (That's zzot true. — Wil) 

chunky A5 volume, The 
Sixtyfourtean Times is entirely 
the work of Stockport's Daniel 
Nowell. “It's written, edited and 

put together completely by myself," Daniel 
says, “and it's something of which I'm immensely 
proud.” 

And so he should be. Issue one consists mainly 
of reviews of the N64's software catalogue, but 
there's also a pull-out ‘Bernard the Tamagotchi’ 
supplement about Japanese culture, some record 
reviews, a list of lines-that-sound-a-bit-rude from 
Star Wars and Ten Good Reasons Why You Should 
Avoid Mortal Kombat Trilogy. 

N64 Play 
egular readers will undoubtedly 
recognise the phrase ‘Andrew Mills of 
Londonderry’. It turns out that Mr. 
Mills’ talents aren't limited merely to 

Pilotwings photos and Mario Kart records. He's 
also found time to put together a full-colour 
fanzine which includes two free colour posters 
and a Mario Kart sticker. 

Assisted by Steven Adams, his deputy, Andrew 
has compiled an exclamation-mark-packed tour of 
N64-dom. Issue 3 includes reviews of Mario Kart 
64, ISS64 and Mortal Kombat Trilogy (which gets 
off lightly with 7/10), as well as a probing 

publishing later on. 

Daniel certainly knows his N64 games, and has 
crammed every square inch of paper with 
information and opinion. Super Mario 64 comes 
off best, inevitably, while the spittle is almost still 
wet on the Cruis’n USA review. We suspect he 
knows a bit less about mah jong than he lets on, 
though. 

Best bit: (On Cruis'n USA) “/f | had my way I'd 
have kicked her out of the door while driving 
down the streets of San Francisco long ago." 

@ The Sixtyfourtean Times costs £1.50 from 
Daniel Nowell, 73 Oakland Avenue, Offerton, 
Stockport, Cheshire SK2 5RD. 

interview with Dave ‘The Games Animal’ Perry 
and an intriguing ‘lastability’ survey in which 
Turok comes off best and Wave Race 64 gets a 
pitiful 3/10. 

£2 might seem a lot to pay, but it'll be 
nothing to those who can't get enough of 
Andrew. 

Best bit: (On Andrew himself) “HA! HA! HA! 
HA! I... AM... THE... BEST!” 

@ You can get hold of N64 Play by sending £2 to 
Andrew Mills at 2 Roe Gardens, Irish Street, 
Londonderry, Northern Ireland BT47 2HT. 

e nearly called N64 Magazine 
‘N64 Go! Go!', and really wish we 
had after reading Tekin Suleyman 
and John Robinson of 
Manchester's slim but admirably 

opinionated fanzine. “It could have been a lot 
bigger if we hadn't taken so long,” Tekin says 
ruefully, “but we ran out of time. | had to move to 
Manchester to go to university.” 

Mario Kart 64, for example, takes an 
unprecedented 7/10 beating for being rubbish in 
one-player mode, while there's a whole page 
encouraging people to give Pilotwings 64 a try 
instead. There's also a SNES vs N64 feature in 
which the SNES comes out on top for having more 
games, which seems a bit harsh given that the 
N64's only been around for a year. 

Smudgy, photocopied screenshots are 
thankfully absent here, replaced by Wil-rivalling 
drawings by Tekin. And, in something of a coup 
for fanzines, Famicom Go!! appear to have 
persuaded Michael Caine to write a page for 
them. “Oi, you! Put that bloody spear down!" 
It must be him. 

Best bit: (on Super Mario 64) “Arguably the 
greatest moment comes when the player dives 
into the irresistible looking water on the sunken 
ship level. The subtle change of music 
accompanied by the sheer jaw-dropping splendour 
of the aforementioned ship almost brought me to 
tears, and probably would have done if the 
surprise hadn't already been spoilt by countless 
magazine reviews.” 
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ant to know how to make your Wave 
Race rider say a rude word? Or what 
the latest coin-ops are? Or what's 
going on on the PlayStation? You'll 

find all these things in GameZone, which is good, 
because most fanzines just provide stuff you'll 
already have read in N64 Magazine. 

GameZone is also neatly laid out and very 
readable, with the reviews broken down into short 
sections rather than just rambling on for pages. And 
it eschews screenshots in favour of some drawings by 

7 Art Director Lucan Monks. The rest of the team 
\4 oct'97| consists of Editor Darren Bolton and Staff Writer 

__—_—+ Roger Santen. 

fter four years of job worries, 
university trauma and job 
insecurity, the old 'NAM team 
decided they were ready to try 

again,” announces Dave Smith, 'NAM's 
editor. Indeed, you may have come 
across 'NAM before, as it featured in 
the pages of N64Magazine's ancestor 

\ Super Play. 
\ 'NAM's come along a bit since 
\ those days, though. It's now put 

\ together on a PC, and its pages 
overflow with desktop publishing 

z trickery. Everything's in neat 
“w } \ boxes, and there are illustrations 

and icons as far as the eye can 
see. The Mario Kart review in 
particular looks smashing. 

SNES games are also 
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Although the PlayStation is included in 
GameZone, it doesn't tend to fare too well. “You may 
notice we're extremely biased towards the N64,” 
Darren assures us. “Or not biased, exactly, it's just that 
we speak the truth, and the truth is the N64 is miles 
ahead of the PS.” The only worry is that their 
favourite PlayStation game is Worms. 

Best bit: (On Wayne Gretzky’s) “Because | don't like 
ice hockey, | love this — if you know what | mean." 

@ GameZone is yours for £1 and a first class stamp 
from Darren Bolton, 6 Manby Road, Immingham, N.E. 
Lincs DN40 2LE. Or you can subscribe to six issues 
for £5. 

covered, with in-depth reviews of Super Mario RPG, 
Kirby Super Star and Tetris Attack. Aside from all 
these reviews the fanzine includes a huge feature on 
the last E3 show (although the team admits, “No. 
We didn’t go"), a guide to various ways of 
connecting your N64 to your telly, and an excellent 
Tetris Attack playing guide. 

‘NAM have also managed to get their magazine 
into the shops, overcoming that common fanzine 
stumbling block. “We have support from those great 
blokes at New Generation Consoles who sell our 
magazine at their shop and lend us review games,” 
Dave says. An inspiration to us all. 

Best bit: “He drives a converted large sized 
scooter and loves numeral ‘3' more than anything." 

@ For a copy of 'NAM, send £1.50 and an A4 s.a.e. 
to David Smith, 24 Dradishaw Road, Silsden, Nr 
Keighley, West Yorkshire BD20 OBH. 

he fanzine dedicated to anything 
Nintendo — past and present,” runs the 
line under N-Form's logo on its cover. 
And it certainly is, with N64-related 

pages comfortably 
outnumbered by 
articles about the 
most obscure 

| Nintendo bits and 
' pieces from the past. 
Anyone remember the 
official NES cleaning 

| kit? Or Illusion of 
Time on the SNES? 

j “I've been a fan of 
Nintendo for the last 
decade,” says James Fry, 
who's put together N- 

/ Form single-handed. “And 

1 rANI an M-(F orrn 

IAL yc 97 £2.00 | 
HIVTENDO-PASTANDPRES 

Send it to us 
Once you've finished your fanzine, why not send 
us a copy? If it's any good we'll spread the word 
to the rest of the readers. Tell us a bit about 

yourself and how you've put the magazine 
together, and don't forget to include details of 
any money/stamp requirements so readers can 

| can therefore share a wide range of knowledge on 
anything that's happened between now and then." 
And share he certainly does. Although you don't 
get the thickest fanzine for your £2, it's great to 
read about games that the rest of the world forgot 
about years ago, and which would be well worth 
keeping an eye out for at car boot sales, church 
bazaars and antiques fairs. 

N-Form looks smart and is brimming with 
restrained enthusiasm for Nintendo history, even if 
6/10 for the still-great SNES F-Zero seems a little 
tough. 

Best bit: (On Kid Icarus for the NES) “To get to 
the final stage of the game with infinite lives, enter 
this code: 8uuuuuuuuUUUUUUUUUUUUUUU. " 

@ For a copy of N-Form of your own, send £2 to 
James Fry at 30 Jennings Field, Flackwell Heath, 
Bucks HP10 9ND. 

get hold of a copy. The address to send your 
creation to is: Fanzine Farm, N64 Magazine, 
30 Monmouth Street, Bath BA1 2BW. 
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NINTENDO 

This might seem like basic stuff, but it's 
vital to use your controller to the full if 
you're going to extract maximum points 
from Lylat Wars. 

DEFENSIVE MOVES 

@ To repel enemy laser fire, double tap Z 
or R; you'll ‘barrel roll’, rendering you 
safe from most incoming ammunition. 

e@ Holding down Z or R will let you ‘bank’ to 
one side, allowing you to move laterally much 
quicker than usual, as well as slip through the 
narrowest of openings. 

@ Pulling back on the analogue stick and 
pressing Left C will allow you to somersault — 
handy for shaking off pursuing villains or 
doubling back if you missed an item. 

e In all-range mode, pulling back on the stick 
and pressing Bottom C will allow you to half- 
loop, thus heading back the way you just 
came from. 

MIDWAY 

PLAY AS GRENDAL 

To play as Grendal, one of the 
‘hidden’ characters, start in the two 

player mode. One player must have 
three wins. Then, on your next 
match, pick the Executioner from 

_ With the unfeasibly 
. brilliant Lylat Wars finally 
being released in the UK, 

| we thought we'd go over 
some tactics. There’re 
also cheats for the really- 
rather-good Mace: The 
Dark Age, for all you 
importing fighting fans 
out there... 

OFFENSIVE FUN 

@ Hold down A for long 
enough and your laser will 
charge; don't release it and 
pass your sights over an 
enemy — you'll lock on to said 
enemy, providing you with a 
handy homing missile. 

@ Once you've locked on, if 
you press B, you'll release a 
Smart Bomb that will ‘home’, 
just like your charged laser. 

BASIC COMBOS 
None 

COMBOABLE SPECIALS 

Railroad Smash - F + Q +S (can 
be continued by hitting Q + S x2) 

Hand Sweep -F, D, B, S (can be 
followed by an S) 
Fierce hit-Q+S 
Forearm Bash -B, F,Q 
Smash Upper-F+Q+5S 
Trip and Hammer - HCB, S, S 

the select screen 
and hold down 
START. Grendal 
will appear. 
Continue to hold 
down START and 
press the QUICK 
button to select. 

COMBO 
STARTERS 

Big Punch-B+S 
Big Knee-B+K 
Air Quick - 
During a jump, 
press Q when 
close to the 
ground. 

STAND ALONE SPECIALS 

Earthquake -Q+S+K 
Uppercut - HCF, Q 
Power Hit - B, F, S 
Shoulder Ram - F, F, S 
El Toro-B,Q+5S,S 
Railroad Treatment -Q+5S,Q+ 
S,Q+S 

ADVANCED COMBOS 
(6-hits) -Q,Q+5S,Q+5S,Q+S, 
HCB, S, S 
(7-hits) -B + K, K, B, F+Q,Q+S, 
Q+S,Q+S,Q+S 

EXECUTION 
D;, D,.B, FS 



READERS’ TOP TEN TIPS 
et more Mario Kart tippage for you this 
month, with a nicely detailed piece of 
two-player cooperation grabbing the top 
spot, courtesy of Richard Davies (who, 

spookily, has a brother called Jonathan). At No. 2, 
Paul Wrathmall has addended his Blast Corps advice 
with a brilliant diagram, as you can see below. As for 

1. MARIO KART 64 

I've found a shortcut on Kalimari 

Desert that cuts off about two 

thirds of the course. It has a big 

drawback, though — you need 
another player and pad to do it 
Callas mint-Ualm oleae aA) 
BAT ACU A Ua Sa 8) 

should go to the first part where 
[aT Ce CCM CM aR OOl om 
with player 1 following closely 
(with a mushroom). Player 2 
turns left onto the train track 

and follows it through the 
tunnel. As soon as he comes 

out, turn left and park by the 
guard rails (but not too close). 

He should be able to see the 

Start/Finish banner. Player 1 

Carel Lem aCe VM Olde mC) (al Vala 
activate the mushroom and press 
R as he hits player 2, to fly really 
high over the guard rail, landing 
Yam Reel CS Asc OS a 

short drive to the finish line. 
Richard Davies, Rotherham 

2. BLAST CORPS 

I've found a tip for 
Blast Corps' most 

EUaatey iar col 

Diamond Sands. Drive 

Elles dco ComcLcomelt 
Limca oR scateliny 

Colma ea aL 

you drive along the 

edge, just catching the 

3. MARIO KART 64 

On Rainbow Road, if you're 

(un)lucky enough to get the 

eel oMe mica Ue Le 
hit it and you'll get knocked over 
the edge of the course. If you've 

done this correctly the computer 

will make you complete the lap 

amie le leclaran ele mela m low 

It will also put you back on the 
track where you left off, so 
when you complete the lap 

you'll be on your last. 
Stuart Greenwood, Surrey 

4. STARFOX 64 

When you first approach the 

ETSY es olam ola tT ORLY 
Xia et AMM ote UALe| 

somersault over his body and 
back through his legs. If this is 

Colello Le 
Tide MA ele 

eee aie Le 
Keith McBean 

5. SUPER 

MARIO 64 

I've found a use 

for the Super 

Triple Jump that 
Yoshi gives you. 
Go to Lethal Lava 

Land, and Super 
Triple Jump over to 

the Wing Cap Island. You'll 

bounce over the lava unhurt 

and land safely on the island. 

You can use this to get to 

Elie mM UUe Mm elem Zee (6) 
normally get to with the 
Koopa Shell. 

fe) TSU uC uc 

sheds with the edge of 

EEVe ECR lcm arte 

section out in one or 

two hits. 

Paul Wrathmall, 

Middlesborough 

YOUR TOP 
Al 
TT UM career Lan 
aca ome om Ulm conse) 
Ue eel ere a eae lo) 
send it to us immediately! Each 
PUM Ree ye Ren me 
bua aU eee a 
MUR rac mE) 
N64 pin badge. If you get the 
coveted Number 1 slot we'll 
TR -g cia M UL 
Pie rer eeu Re 
we've already printed though — 
Pa Coe Re oe 

least elated eel el ell 

It's for [game name]: 

And I've found that if you: 

Oe UCL Cm elm el melee Mim ell Lal Ul) 
hasn't seen the light of day yet, don't hesitate to 
send it in. One thing, though — please don't send any 
tips that we've already printed. (You'd be surprised.) 
The top tipper wins a Sharkpad Pro from Interact 
(01204 862026), and any others printed win a natty 
N64 badge. Lovely. 

PUR RY all 

CHAMPIONSHIP 

Before racing, hold the 

accelerator button, and when 

fale Neel (lar lo) o1 tC nCVLe 

to the max and let it go. The 
revs will drop to the right point 

Colao laee eelel CRT 
car pulls away hold the 
accelerator again. 

Robert McMahon, London 

7. TUROK: DINOSAUR 

a a} 

When fighting the Triceratops, 
lim Tec LAAT) 

blowing away at the dinosaur, 
simply aim high and shoot at the 
eC mC CM OO Le 

(elol ssa Cite (O] mel (Ole 

ammo. 
eure ie MELO ee gi 

Name 

Address 

Post code 

8. ISS 64 

Run down the wing to the goal 
line and hold R and Left C; you 

should put an amazing cross into 

fist Oley MV UALciK mm OL MATe) 6m SEE UaLe| 
score a goal. 

Mark Shear, Ilford 

Pee Lt ee | 

When you've got the rocket 

pack and you're on the ground, 
keep tapping Down C 

and eventually the 
Uae MMC mtra 

into the pilot's face. 

Useless, | know, but 
COC mieLa 
Sam Hazell, Stockport 

If you happen to ‘be’ Tim 

Weaver, when playing any game 

Lia laed OU aS Fda) os 

amount of difficulty, let loose a 
constant stream of expletive- 
based diatribes of an exceedingly 
(oom LAU CMO] | a 
ear wax of any attendant 

persons will be softened and any 
irecsrel UUM a laelec te MoM 18/A 71 

Tome 18 

Send to: Tips Extra, N64 Magazine, 30 Monmouth St, Bath BA1 2BW 
If you don't want to cut up your magazine, send a photocopy 

instead, and continue on another bit of paper if you run out of room. 



his month on the 
Hotline we've all _ 
been singing Rare’s 
praises and playing 

Diddy Kong Racing until it's 
coming out of our collective 
ears. What a splendid game! 
Honk, honk ete... 

Also this month the Hotline 
starred at the recent re-opening 
of HMV at Level One in 
Oxford Street. Previewing the | 
PAL version of GoldenEye 007, 
we took along our Bond babes 
and freebies and completely 

COR Late ean 

overshadowed Sir Paul 
McCartney who was 
downstairs doing... stuff. 

The Christmas market is set 
to be flooded with class titles 
for the N64 including Top 
Gear Rally, Diddy Kong Racing 
and Bomberman 64, to name 
but three. 

You N64 owners out there 
can all sit back and 
congratulate yourselves on 

_ buying the world's best console 
in time to get the most out of 
the next gaming generation. 

The ten most-asked questions this 
month have been: 

Where do you get the A-Team 
van on Blast Corps? 

The van is found on the level 
Crystal Rift. Use the Ram Dozer 
to push the dark grey block out 
of the tunnel on the left side of 
the Danger Zone. Keep pushing 
it to the other side of the road 
into the next tunnel. The block 
will fall into position and allow 

you to 
drive the 
Ram Dozer 

through 
b the tunnel 

and get the 
custom 

van. 

How do you destroy the 
building at the end of Oyster 
Harbour in Blast Corps? 

Remember those three barges 
near the end of the level? Good. 
Once you've lined them up, get 
back in the first one you come to 
and drive it to the left up the 
river. You'll see a TNT crate 
on the bank. Push this onto 
the barge's flatbed using the 
Ram Dozer, then drive back 
up the river and push the 
TNT crate across the other 
two barges and into the 
building. Do this either before 
the carrier has crossed or after, 
it doesn’t matter. 

I've just beaten my best time on 
Wave Race but the game won't 
let me enter my initials. Why? 

In order to 
be able to 
enter your 
name, the 
wave 
conditions 
must be set 
to default. 

In Mace: The Dark Age, I've 
seen someone playing as a 
chicken. Is this possible? 

You certainly can, although why 
you'd want to is beyond us! To 
implement this bizarre cheat, 
firstly choose Taria as your 
character. At the end of a round 
do her Execution move to turn 
your opponent into a chicken. 
The next time you're on the 
character selection screen, 
highlight Taria and press and 
hold Start. Choose Taria as your 
character with A and hold Start 
until the match begins. You will 
then play as Pojo the Chicken! 

How do you defeat Andross at 
the end of Lylat Wars on the 
Hard difficulty course? 

After you defeat him the first 
time, Andross turns into a giant 
brain with eyeballs on stalks of 
Electricity. Bleeeughh! First of 
all, you need to take out these 
eyes, by looping over them and 

shooting them from 
behind. Once the 
eyes are destroyed, 
shoot the back of 

, the brain again by 
either looping over 
the top or boosting 
around it in a tight 
turn. Destroy the 

brain and watch the end credits! 
Huzzah! 

How do you get to Sector Y on 
Lylat Wars? 

First of all you have to rescue 
Falco from three enemies that 
chase him. Once done, you will 
approach five stone archways in 
the water. Fly through all of 
these and Falco will say “Pretty 
smooth flying, Fox!" and will 
guide you through the waterfall 
to the path to Sector Y. 



Q 
I've heard about a Free Fuel 
trick on Pilotwings 64. How 
does it work? 

There's a gas station located at 
a road junction in the South- 
eastern Little States. It is the 
first crossroads North-west of 
the shuttle launch pad in 
Florida. Just land in the 
parking lot, between 
the sign and the 
building, then cross 
or touch the ¢ 
centre line. 
Your fuel | 
tank will be 2 
topped-up 
automatically. 
If you're flying 
the gyrocopter, just 
be sure not to come 
to a complete stop or 
the stage will end. 
This trick works in any 
of the Little States stages. 

How do you collect all the 
Challenge Points in Xizor's 
Palace on Shadows of the 
Empire? 

Blimey, not asking much then! 
Righto, here you are... 

Challenge Point 1: In the first 
two-level room. 

Challenge Point 2: Under the 
first elevator. 

Challenge Point 3: To the right 
of the second bridge up above. 
Challenge Point 4: Right after 
the third elevator — this is the 
one that's outside the window. 

Challenge Point 5: At the top of 
the third elevator shaft. 

Challenge Point 6: In the first 
gear room. 

Challenge Point 7: In the 
second gear room. 

Challenge Point 8: In the shaft 
where the three switches are. 

Challenge Point 9: On the first 
platform up in the shaft. 
Challenge Point 10: In the big 
room after placing the bombs. 

Q 

Where are the three Switch 
Palaces in Mario 64? 

The red switch can be obtained 
after you have collected 10 or 
more stars. Stand in the sunlight 
that now shines down inside the 
castle, and look up. Simple! 

The green switch is found 
by riding the beast in the 
Underwater Lake in Hazy Maze 
Cave (course 6). Get the Beast 
to take you across the lake to 
the door on the far side. 

The blue switch is actually 
in the moat outside the castle, 
but first you need to drain the 
water. Go down into the 
sewers and look for a plain 
wooden door (it's near the 
entrance to course 6). Enter this 
door, and swim through the 
underwater tunnel into a room 
with two stone pillars in the 
water. Stomp on these pillars to 
drain the water. Now get 
through the door on the 
opposite side of the room to 
enter the moat, now devoid of 
water. Drop into the hole to 
enter the blue switch course. 

| can't find the Pink Bob-omb 
on Rainbow Ride (Mario 64). 
Help! 

The Bob-omb chap is hiding out 
on the top of the stone maze 
where you find the red coins. If 
you hit the Blue Coin block on 
the left of the maze, and wall 

kick up the gap where the first 
blue coin appears, you'll find 
him right at the top. 

GOLDENEYE 
This month, for all you lucky people with NTSC machines, we've 
included the times needed to access all the cheats on GoldenEye 
007. (Although by the time this magazine goes to print, the PAL 
version will be available). If you don’t have the American version, 
STOP READING THIS NOW. And - get this! — buy the beauty. It’s 
worth remembering that there are no joypad inputs to access 
these codes; you must complete the individual levels in the time 
limit to get them! 

Level 1: The Dam 
On Secret Agent, complete the 
level in under 2.40 to access 
the Paintball Mode. 

Level 2: Facility 
On 00 Agent, complete the 
level in under 2.05 to access 
the Invincibility mode. 

Level 3: Runway 
On Agent, complete the level 
in under 5.00 to access DK 
mode. 

Level 4: Surface 
On Secret Agent, complete the 
level in under 3.30 to access 2 
x Grenades. 

Level 5: Bunker 
On 00 Agent, complete the 
level in under 4.00 to access 2 
x Rockets. 

Level 6: Silo 
On Agent, complete the level 
in under 3.00 to access the 
Turbo mode. 

Level 7: Frigate 
On Secret Agent, complete the 
level in under 4.30 to access 
the No Radar (multi). 

Level 8: Surface 
On 00 Agent, complete the 
level in under 4.15 to access 
Tiny Bond. 

Level 9: Bunker 
On Agent, complete the level 
in under 1.30 to access 2 x 
Knives. 

Level 10: Statue 
On Secret Agent, complete the 
level in under 3.15 to access 
the Fast Animation. 

Level 11: Archives 
On 00 Agent, complete the 
level in under 1.20 to access 
Invisibility. 

Level 12: Streets 
On Agent, complete the level 
in under 1.45 to access Enemy 
Rockets. 

Level 13: 
On Secret Agent, complete the 
level in under 1.30 to access 
Slow Animation. 

Level 14: Train 
On 00 Agent, complete the 
level in under 5.25 to access 
the Silver PP7. 

Level 15: Jungle 
On Agent, complete the level 
in under 3.45 to access 2 x 
Hunting Knives. 

Level 16: Control 
On Secret Agent, complete the 
level in under 10.00 to access 
Infinite Ammo. 

Level 17: Caverns 
On 00 Agent, complete the 
level in under 9.30 to access 2 
x RC-P90's. 

Level 18: Cradle 
On Agent, complete the level 
in under 2.15 to access the 

Neh @ 



“Jes, where are you?” “Under here!" “Well stop playing around 
under that pile of envelopes and get on with some work!" 

nd so the flood of your I'm The Best 
entries continues unabated, covering 
everything (and everyone) like a 
blanket of parchment-esque snow. 

But still! The commitment and quality you all 
show repays our faith in you tenfold. 

The majority of entries are still fiercely 
battling it out for the top spot in various Mario 
Kart categories —- our Koopa Troopa Beach compo 
has produced some sterling results so far — but, pe arenes Sa res 
with Lylat Wars finally being released, we thought D — to get the two bullies inside 
your excellent skills could be channelled Corneria- ch the first one towards the step to 
wards (see New High Score! below). Whichever | punch or kick him off the ledge 
game you fancy, though, please do keep sending 
your times and scores in. Top Spotters in every 
category win a universally envied N64 pin badge, 
to be proudly displayed on your lapel like a 
particularly iridescent jewel. Or something. To 
enter, write to the usual address, and, as always, 
good luck! 

ari in Challenge discovery this _ parallel with the step. Follow him down and, with the 
David “Fox" Yates of Heywood. He's correct timing, you'll catch the coin and be thrust back 

revious best (with the aid of two —_—_up on the ledge by the lava. For the second, punch 
j [ him off the step to your left and do the same again. 

With a bit of luck he'll land on the rock below, so 
punch him off and the coin will be yours. If not, just 
jump and pray. It won't work the first time but don't 
give up. 

‘copious text, which in full. Over to you 

SNOWMAN’S LAND - instead of using the cannon to 
reach the Green Shell, simply use the tree. Do a Handstand 
Jump, run up, then do a double jump into a dive. 

WAVE RACE 64 

Time Trial Sunny Beach 
1 1'03"755 Confirmed William Lam, Bristol 

2 1'04"726 Confirmed Dilpesh Varsani, London 

3 1'05"266 Unconfirmed Paul Knight, Exmouth 

4 1'05"478 Confirmed GK, Darlington 

5 1'05"820 Confirmed Carl Waters, Telford 

er mt) Koopa the Ori 
ed Da 

Time for a new 
challenge, methinks. } 
Finally, the superlative fi : 

14 1'15"149 Confirmed Gareth Gibson, Rickmansworth 

2 1'15"830 Confirmed Andrew Mills, Londonderry 

3 1'16"280 Confirmed Andrew Cole, Bracknell 

4 1'16"293 Confirmed Jonathan Mielcarek, Somerset 

5 1'17"005 Confirmed Chris Tape, Rayleigh 

TUT eure Cm PLol e U a CU aeedl)) 

1.28160 Confirmed Jon Oyvind Tosdal, Norway 

2 26073 Confirmed Nicky Stanford, N. Ireland 

brilliance of Lylat 
Wars is available to us 
Brits - and was it 
worth it? ‘Course it 
was. It's fab. We've 
been running a Starfox 
challenge for import owners for a while now, 
but now all you budding PAL Space 
Anthropomorphs can enter. What we're 
looking for is the total number of hits on 
Level 1, Corneria. 

3 25195 As you can see, you've got some 
catching up to do! Mark your entries “I'm a 
Lylat Wars Wizard" and send ‘em to (see 
‘How To Enter’). The winner gets a smashing 
Sharkpad Pro from Interact (01204 862026). 

Get those entries in for the Koopa Troopa 
Beach challenge — the compo has been 
extended until November 31st. Can YOU 
knock Andrew McClue off the top spot? 

Mario Kart 64 
Koopa Troopa Beach 

1'42"66 
CaN Manta ola) 

| 7 0'17"3 Confirmed e 

Dis raze Confirmed Er 

= eae) (3 ( 

2 pean asset di 

Confirmed Ed Quinn, Manch 

Confirmed Micke Laasko, Fin 

Confirmed John McCormick, 

Confirmed Simon Flint, Emswo 

Confirmed James Gillott, Dorking 

8 0'13"3 

9 0'13"4 

10 0'13"7 

Confirmed Michael Ferret, Braunton 

4 25172 Confirmed | Norman Obeseki, Leeds 

5 24986 Confirmed Robin Bonass, Herts. 

BM eee (tm Ua 

1. 1'45"480 Confirmed Andrew Cole, Bracknell 

2 1'46"189 Confirmed Nick Tew, Swindon 

3 1'47"778 Confirmed Jonathan King, Dorchester 

4 1'48"899 Confirmed Chris Redit, St. Albans 

5 1'52"456 Confirmed Robin Weaver, Suffolk 

1 58670 Confirmed Norman Obeseki, Leeds 

2 52165 

3 35875 

4 35305 

5 33155 

Confirmed Jonathan King, Dorchester 

Confirmed William Stagg, Wiltshire 

Confirmed — Gareth Gibson, Rickmansworth 

Confirmed Alain Keersmaekers, Belgium 



MARIO KART 64 

isid JHLW.I WLS OTH, 

teas 
1'40"23 Confirmed 

1'42"12 Confirmed 

1'42"76 Confirmed 

1'42"92 Confirmed 

1'43"01 Confirmed 

1'43"06 Confirmed 

1'43"33 Confirmed 

1'43"45 Confirmed 

9 1'43"65 Confirmed 

10 1'43"66 Confirmed 

ec ig 

1'33"67 Confirmed 

1'41"31 Confirmed 

1'42"50 Confirmed 

1'43"07 Confirmed 

1'44"43 Confirmed Thomas Foster, Derby 

1'52"82 Confirmed Andrew Mills, Londonderry 

1'57"32 Unconfirmed Richard Gale, Milcote 7 00'53"29 Confirmed Andrew Valentine, East Grinstead 

1'58"76 Confirmed Margaret Hodge, Cheshire 8 00'55"36 Confirmed Andy Liu, London 

2'00"21 Confirmed Stelios Giamarelos, Greece 9 1'00"15 Confirmed Phillip Richardson, Isle of Man 

10 2'01'28 Confirmed Alex Graham, Staines 10 1'03"35 Unconfirmed Colin Sales, Renfrewshire 

Royal Raceway Bowser's Castle 
2'11"10 Confirmed Andrew Mills, Londonderry 1 2'20"42 Unconfirmed Gary Thomson, Bonnyrigg 

2'11"11__ Unconfirmed Gary Thomson, Bonnyrigg 2 2'21"44 Confirmed Richard Dunn, Lincolnshire 

2'11"87 Confirmed Jason Lam, London 3 2'21"94 Confirmed /an Gore, Somerset 

2'12"29 Confirmed Andy Liu Kly, London 4 2'22"47 Confirmed Nick Tew, Swindon 

2'12"34 Confirmed Chris Sheperd, Nunthorpe 5 2'23"15 Confirmed Martin Conroy, Leeds 

2'12"49 Confirmed Phillip Richardson, Isle of Man 6 2'23"47 Confirmed Nick Syrad, Reading 

2'12"93 Confirmed Trevor Scannell, Barking 7 2'23"76 Confirmed John McCormick, Fife 

2'12"96 Unconfirmed Agent N64 8 2'23"89 Unconfirmed Colin Sales, Renfrewshire 

2'13"35 Confirmed Alex Johnson, Walton 9 2'23"99 Confirmed Andrew Mills, Londonderry 

10 2'13"37 Confirmed David Holmes, Doncaster 102'24"24 Confirmed Simon Dodds, Harpenden 

Koopa Trooper Beach 
1 1'39"63 Confirmed Andrew McClue, Herts 2'10"70 Unconfirmed Gary Thomson, Bonnyrigg 

2 1'41"90 Confirmed James Watt, Higham 2'13"67 Confirmed Andrew Mills, Londonderry 

3 1'42"66 Confirmed James Watt, Higham 2'13"89 Unconfirmed Agent N64 

4 1'42"76 Confirmed /an Gore, Somerset 37 Confirmed Simon Dodds, Harpenden 

5 1'42"84 Confirmed Andrew Mills, Londonderry 2'14"52 Confirmed Jason Lam, London 

6 1'42"92 Unconfirmed Gary Thomson, Bonnyrigg 2'14"53 Confirmed Nick Tew, Swindon 

7 1'43"63 Confirmed Adrian Brace, Haverfordwest 2'14"54 Confirmed Alain Keersmaekers, Belgium 

8 1'43"64 Confirmed Jason Lam, London 2'14"72 Confirmed Matt from Higham 

9 1'43"77 Confirmed Bob Ruff, Barking 2'14"94 Confirmed Phillip Richardson, Isle of Man 

101'44"21 Confirmed Alistair McGregor, Strathaven 10 2'15"15 Confirmed S. P. Richards, Dorking 

Frappe Snowland 
1 00'32"32 Confirmed Tommy Earl, Heaton 

2 00'42"56 Confirmed Jason Lam, London 

3 00'45"99 Confirmed Danny Dunn, Lincolnshire 

4 00'52"91 Confirmed James Wood, Tonbridge 

5 00'53"01 Confirmed Andrew Mills, Londonderry 

6 00'53"20 Confirmed John McCormick, Fife 

Marc Duport, Guernsey 

George Papapetrou, London 

Steven Dyson, Poulton le Fylde 

Mike Davis, Dundee 

Tatu Luostavinen, Finland 

Mike Hurry, Aberdeen 

Mark Lethbridge, Broadstairs 

Andrew Taylor, Reading 

GK, Darlington 

Andrew Mills, Londonderry 

Graham francis, Cronleigh 

Stephen Ball, Macclesfield 

Richard Dunn, Lincolnshire 

Joe Timms, Ashcott 

CN O)| wl al win | 

Ol OLN OM m&lwin ie 

Mario Raceway 
0'54"32 

0'54"58 

0'54"64 

0'54"82 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

0'55"83 Confirmed 

10 0'56"15_ Confirmed 

EMC SUES] 
1'46"68 Confirmed Andrew Mills, Londonderry 

1'49"11 Confirmed Marios Papapetrou, London 

1'49"63 Confirmed Steven Dyson, Poulton le Fylde 

1'50"14 Confirmed Marc Dupont, Guernsey 

1'50"43 Confirmed Jon Stanley 

1'51"89 Unconfirmed Richard Durkin, Newcastle 

2'13"15 Confirmed Danny Dunn, Lincolnshire 

2'32"73 Confirmed Arthur van Daless, Holland 

2'33"84 Confirmed Mark Lethbridge 

10 2'34"10 Confirmed Nick Payne, London 

Andrew Mills, Londonderry 

Marc Dupont, Guernsey 

Steven Dyson, Poulton le Fylde 

Marios Papapetrou, London 

lan Chan, Stirlingshire 

Marc Duport, Guernsey 

Graham Dibley, Basingstoke 

Mike Hurry, Aberdeen 

Robert Klooskeihois 

Ben Ford, Cleveland 

0'55"12 

0'55"36 

0'55"70 

0'55"82 

OOO Ml aiwiy |) Ol O;N/O)/ My alwi nh] 

OOO) wl) iwi] COON OO) wl al wi ny) 

STARFOX 

Level 1, Corneria 

263 

222 

213 

213 

207 

204 

203 

Time Challenge mode 

1'23" Confirmed Stuart Richards, Dorking 

1'39 

2'32" 

2'37" 

2'39" 

2'40" 

Total Hits 

Unconfirmed Keith McBean 1. 1815 Confirmed Jon Davies, Wallingford 

Confirmed__ A. Barker, Gwent 1745 Confirmed Michael Lai, Liverpool 

Confirmed GK, Darlington 1729 Confirmed Seth Eagles, Gwynedd 

Confirmed Jon Davies, Wallingford 1613 Confirmed Pekka Tarkka, Finland 

Confirmed Seth Eagles, Gwynedd 1536 Confirmed GK, Darlington 

Confirmed Marc Duport, Guernsey 1450 ..Confirmed Nick Payne, London 

Unconfirmed Richard Durkin, Newcastle 1442 Confirmed Mike Hurry, Aberdeen 

Unconfirmed Andrew Mills, Londonderry 

Confirmed Wayne Starkey, Harpenden 

Matthew Griffiths, Colchester 

Andrew Mills, Londonderry 

Confirmed 

Confirmed 

Confirmed Martin Sturrock, Goostrey 

Clon Ol(wl>®iwin] = 

Ol ONO) Vl aiwin | 

2'44" Confirmed Paul Taylor, Poynton 202 Confirmed Roger Vance, Newtownards 1433 Confirmed Richard Durkin, Newcastle 

2'46" Confirmed Jamil Yahyaoui, Belfast 197 Confirmed Johnny Town, Horbury 1430 Unconfirmed Johnny Town, Horbury 

ad : 5 10 187 Confirmed PA Downs, Southampton 10 1398 Confirmed Chris Turnbull, North Shields 
2'48 Confirmed Scott Brown, Stocksfield 

2'50” 

2'51" 

2'53” 

13 2'53" 

253" 

15° 2'57" 

2'58" 

2'59” 

3' 32" 

3'00" 

3'05” 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Unconfirmed Neil Plant, Falmouth 

Confirmed 

Confirmed 

Karen Callow, Winton 

Stephen Daulby, Warrington 

Tony Hills, Cleveland 

Johannes Virtannen, Finland 

Tom Walker, Essex 

Nick Perry, Pontypool 

Joe Timms, Ashcott 

Erwin Zeevart, Holland 

William Lam, Bristol 

Laurie Goodman, Lewes 

How to enter 
You can enter as many leagues as you like, but 
you'll need to send a photo or video for your effort 
to be ‘confirmed’ (nobody'll believe you 
otherwise). Any photos MUST have your name, 
address and score/time on the back. Videos, 
likewise, must have a label attached with the 
aforementioned information available. We get so 
many entries each month, and they tend to 
congregate in huge stalagmite-like mounds or run 
off with the vicar's wife, so this is all vitally 
important stuff. 

Send all your bits to: 
I'm The Best, N64 Magazine, 30 Monmouth Street, 
Bath BA1 2BW 
If you'd like your videos/photos back, please include a 
stamped, addressed envelope with your entry; we'll 
do our best to get 'em back to you, but it might take 
a bit longer than you'd hope. Similarly, each issue has 
to be completed far earlier than you'd imagine, so 
don't fret if your entry doesn't 0 
appear in the relevant issue, as it'll be <r 
there in the next one. Y | 

Nev 93 



MAGAZINE 

So you missed the bus and only reached the newsagents in time to see the 
last issue of N64 being grabbed off the shelves. Do not despair because all is 
not lost - you may still be able to complete your collection... 

epeetecceetrirte ial NEWI=re0 ra 

bl ee 

[Piease send me the following back issues at £3.50 each: | 

j N64 issue numbers ..................... Total cost .............. i 
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Great Stocking Fillers 
Trade Enquiries Welcome 

Mail Order Available eee 
re a 
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NINTENDO® 
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Sw C.M.T. GAMES Cc 
3 THE PARADE, STONEGATE ROAD, =, 

© MEANWOOD, LEEDS, LS6 4Hz, UK /S4. 
TEL/FAX: 0113 230 6305 

PROJECT K=": 0973 139 144 

THE SEEDBED CENTRE, LANGSTON ROAD, FAX: 0181 508 3845 
LOUGHTON, ESSEX IG10 3TQ EMAIL projecte@dircon.co.uk 

CAL tor Ketrest force of IMPORT Not! 
IMPORT N64, GoldenEye =F Zero 

FULL SCREEN, Top Gear Rally Mace 

LON FULL SPEED, Lamborghini 64 Duke Nukem Aero Gauge 

ve e \ SCART Rev Limit Virtual Pro Wrestling Yoshi Island 

. OR SVHS 
Duel Heroes San Francisco Rush Wcw Vs Nwo 

N 6 4 SVHS LEAD £12 AV LEAD £3 RGB SCART LEAD £25 SFC LEAD £8 

Diddy Kongs Racing 

Baku Bomberman 

Mission Impossible Banjo Kazoole Quake 

JOLT PACK £18 MEMORY CARD £15 SCART CONVERSION £20 

IMPORT PLAYSTATION @ GAME Vee 
SEs MEDI 

Feedback Analogue Pad £CALL Tekken 2 Models from £8 

USA Final Fantasy VII £45 — Bomberman Models from £15 
USA Resident Evil I! £50 Final Fantasy VII Models from £12 
USA Formula One C Edition £CALL Marvel Super Hero Models £12 

JAP Dragon Ball Final Bout £60 Fatal Fury Models from £15 

JAP Soul Edge £55 Ranma Models from £16 

JAP Metal Gear Solid £55 Godzilla Model £27 
Final Fantasy Music CD's £16 

a a TE Dragon Ball Music CD's £16 
Art of Fighting English Sub £15 Ranma Music CD's £16 

DBZ Broly Experiment E-Sub £16 Dragon Quest Music CD's £30 
DBZ Broly Returns E-Sub £15 Anime Collection Music CD's £16 

My Neighbour Totoro E-Sub £15 Posters £6 
5 . rat . Add £2 for p&p games/merchandise LD/DVD players and titles available soon - Call Add $10 for p&p Machines 

For a full list of merchandise and games send an SAE to: 
PROJECT K, The Seedbed Centre, Langston Road, Loughton, Essex, |IG10 3TQ 



Games Console 
Phone 07000 PlayStation 

SONY 

seca iW 
Stockists of USA, Jap and UK Consoles and Software. 

Call for full prices 

* US GoldenEye 64 £59.95 
* NFL QB Club ‘98 £59.95 

* Lamborghini 64 £Call 
* Mace £59.95 

a Unit 21b © The Hart Centre e Fleet * Hants e GU13 8AZ 

= Tel: 01252 810649 Fax: 01252 810650 ec 
E-mail: games.console@btinternet.com 
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LATEST N64 IMPORTS 

“THE LOWEST OR AMONGST 
THE LOWEST PRICES IN N64 ° 

01341 281269 
OPEN Lot it VERY al, CRORE 

TYN zee MA iL ORDER 
BARMOUTH, GWYNEDD LL42 1TG 

Lynn Road, Hi 
Tel 01485 570 

J League Dynamite Soccer 
TUS ccrgs} aa Cy 
Mario Kart (while stocks last) £29.99 ~ Soul Edge 
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Directors Cut Resident Evil 
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NOW.IN STOCK 
New releases coming on all systems daily - ring for details. Best deals on 
part-exchange. Lots of back-catalogue games in stock on all systems. 

Trade enquiries welcome. 

Sms MH eM EmtEReem eu T tt Mel Gag 

Ree a hee ec ten ete eee ere Tel: 0113 234 116 By 

V ET 

Game Exchange £7 (Import and UK - Call for details) 

All the latest new releases (Import and UK - Call for prices) 

eV are range aint games (Import and UK - Call for prices) 

Universal Converters in Stock 
a 

PlayStation. 

Tel/Fax: O113 261 3424 (sates) 

Vi2h vl 13 261 2500 (Games Exchange) 

E-Mail Visions @btinternet.com 

Visions, 728 King Lane 
Leeds, LS17 7BA 
VENER 

SUPPLYING TFOMORROWeS-GAMES TODAY 
# FT POLE POSITION 
a TOP GEAR RALLY 

JAP N64 
AERO GAUGE 

USA N64 
GOLDENEYE OO 

LAMBORGHINI 64 

CLAYFIGHTER 63 td 
MISCHIEF MAKERS fe ee ee 

EXTREME G Tees eel eas 
MISSION IMPOSSIBLE Le eae 

Se) see ere) . 
MACE: THE DARK AGE . 

. 

. 

Stes) eee An eal ‘ 
WIL CHO i Wy 

Se) Ey LADE ¢ aie \ y 
ete Siesta POWERLEAGUE 64 } 
te al [ee es re re | 

SPECIAL OFFERS- sMULTI RACING CHAMPIO! ae ae 
SGOEMAN 5 £54.99 SPOWERLEAGUE 64 £54.¢ 
SHUMAN GRAND PRIX AT THE BEST EVER PRICE £44.99 

LOCAL DELIVERY SERVICE AVAILABLE - BRADFORD AND HALIFAX ny 
TEL: 01274 731313 on 0411 280634 Ee) ue 

1000’S OF GAMES 
BOTH NEW & USED 
FOR N64, PSX & PC 

AT LOW, LOW PRICES 
PART-EX WELCOME 

OPEN TILL 10PM, 7 DAYS 

THE LARGEST INDEPENDENT 

GAMES SPECIALISTS IN LANCS 

(01253) 392300 
6 BEECH AVENUE, BLACKPOOL 

(01253) 820800 
130 VICTORIA ROAD WEST, CLEVELEYS 

ve -beforeigiil buy (shop pi 
jail order or visit shop 

¥ 
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From Commodore 64s to Nintendo 64s 
and everything in between!! 

COMPUTER EXCHANGE 
65 Notting Hill Gate, London, W11 3JS 

LARGE SELECTION ON SALE 



ee Meee eee em 
out, and the weary but pee N64 Magazine 
troops are hab a cup of tea. And what 

could be a more perfect accompaniment than the 

Al W On page 90 
On page 90 of issue 7, in your reply 
to Dave Mole's letter titled “About 
seven", you made a spelling mistake: 
“Almost plausible. But... no. The 
touble here is that most..." 
Russell Cocklin, Romford 

Sorry. The thing is, though, that 
although we correct them for the 
sake of our readers, you always 
begin every word you write with a 
capital letter, which is wrong and 
gives us headaches. Ed 

“On page 13” 
You appear to have left something 
out of your Future Look at Diddy 
Kong Racing. In the small summary 
box on page 13, in the section called 
power-ups, you fail to mention the 
‘Magnet’ weapon which is available 
in the game. The symbol for it is 
shown in the small screenshot 
without a caption, right next to the 
summary box. 

Another thing which is strange is 
that you didn’t explain the presence 
of a mysterious dungaree-clad 
rooster. He can be seen on pages 12 
and 13 and most clearly on page 28, 
where he appears in front and to the 
left of Diddy in the main DKR 
picture. Can you or your friends at 
Rare give a name to this poultry 
phantom? 
Kernel Coffee, Hereford 

Sorry. The magnet power-up allows 
you to ‘attract’ the racer in front of 
you, pulling them backwards and 
you forwards. It's tricky to find, 

ws issue 9 

contents of our postbag? Let's see what you, our 
beloved readers, have to say this month... 

though, tending to be 
hidden to the side of 

the track. And Drumstick, 

the fowl you refer to, can 
only be accessed using some 
special trick we haven't sussed 
out yet. Ed 

“You said" 
| would normally write to say how 
brilliant your magazine is, but | was 
looking through my collection, and 
in issue 6 | saw the review of NBA 
Hangtime. You said it's a crap game, 
sticking to rule 6 in the front of the 
mag, but you rated it 52%. If it's a 
crap game then give it about 35%. 
Ross McConnell, Truro 

Sorry. But, although NBA Hangtime 
is pretty dull, being a basketball 
game, it’s perfectly well put 
together and can't really be 
dismissed as ‘crap’ per se. Hence 
52%. So don't worry that we're 
getting soft. Ed 

“On page 93” 
On page 93 of issue 7, instead of 
there being a picture of Mario 64 in 
the Mario 64 box, there's a picture of 
Pilotwings 64. 
Jonathan O'Neill, Latchington 

Sorry. Ed 

“Incorrect” 
In Tim Weaver's article on the 
Antiques Codeshow in issue 6, 
under “Be gone" he's listed Tintin 
as the world's most boring 
character. Which is 100% incorrect. 
He is one of the world's most 
interesting characters, which is why 
| named my kitten after him. And 
Tibet is a very interesting and 
exciting country. 
Sam Beechy, Newton Abbot 

Sorry. | have to agree with Tim that 
Tintin is a teeny bit tedious. Ed 

Write to us at: 
Club 64, N64 Magazine, 30 Monmouth Street, Bath BA1 2BW 
Fax: 01225 732275 
e-mail: n64@futurenet.co.uk 
Any letters printed win a prized N64 Magazine badge! 

“In issue 6” 
In issue 6, in Planet 64, you wrote a 
short bit about the Datel Shockwave, 
and at the end you said you'd have a 
review of it in the next issue. WHERE 
IS IT? There's no New Goods section 
in issue 7. | was really looking 
forward to the review, because I'm 
trying to buy a Rumble Pak. 
Rakan Budeiri, London 

Sorry. Datel still haven't sent us a 
Shockwave pack. Ed 

“Late” 
I'm writing to ask why your 
magazine is always late. So far 
issue 7 is two weeks late. 
Kevin Martin, Chelmsford 

Sorry. We're really sorry. Ed 

Al Ss pal n wv 

Recently | went to Spain. | left 
my N64 Magazine on my deck 
chair while | went for a swim. 
When | came back and picked up 
my magazine, the cover fell off. 
Then gradually all the pages fell 
out. 
M Skellon 

STOP COMPLAINING! 
What's the matter with you lot this 
month? Isn't it enough that we slave 
late into the night, for week after 
week, to produce the world’s best 
Nintendo 64 magazine for little 
reward other than the threat of the 
sack unless we work even harder? 
Well, we've had enough. We're not 

doing it any more. We're all going to 
Tibet, however boring it is, to 

become monks. Ed 

“A bit quicker" 
Here's a bomberman for you to make 
the time go a bit 
quicker while you're 
waiting for Baku 
Bomberman. 
Col and Sue, 
Wallasey 

Oh. Well, that's 

better. Phew. Thank 
you. Ed 

“Me and Glenn” 
One day while bored in work, me 
and Glenn Harding decided we'd 
muck about with the photocopier. 
Russell Cocklin, Romford 

Thank you too. (Sniff) All right. We'll 
stay. Ed 



“Top mag” 
| would like to uncover a fraud in the 
form of Aaron Carroll from Halifax. In 
issue 6 of your top mag you printed 
his letter, which you titled “Eat it”, in 
which he states he bought FIFA 64, 
hated it, and took it back to Beatties 

and annoyed the staff for 
an hour until he got his 
money back. He tricked 
you. He has never owned 
and never will own FIFA 
64. How do | know this? 
Well, I'm his supposed 
friend. Please print this so 
he will be publicly 
humiliated and forced to 
leave the country. 
Billy Jones, Halifax 

I'm not sure who to 
believe 

GO! 
GO! 

now. Ed 

a 

SUALLII 
Here dreams could become reality. 
Clued-up games developers take note... 

NEW MK64 BATTLE 
MODE ARENA 
| know you lot hate battle mode on 
Mario Kart 64, but | love it! My 
favourite course is Double Deck, with 
Block Fort as close second. Considering 
the bland Big Donut and the extremely 
disappointing Skyscraper, | decided to 
design one of my own battle arenas. | 
couldn't think of a name for my arena, 
but here's a look at what's so good 
about it. 

One of the funniest bits is the group 
of four lava pools beside the four blocks: 
knock an opponent off a block and into 
them, so they lose a balloon. 

The first floor has long bridges, for 
easy access to lower, nearby areas — by 
jumping off. 

The second floor has a hole in the 
centre to quickly access the ground floor. 
Also, the thickness-changing walls can 
be jumped over at the thinner points. 
And the gaps at the upper level path can 

be jumped from, to escape opponents 
with weapons. 
Andrew Watson, Blackpool 

Sounds good, although | still can't see it 
winning us over. Ideally a future 64DD 
version of Mario Kart 64 would include 
a Battle Mode arena editor, so you 
could construct your own playing areas, 
save them to disk and then challenge 
family and friends upon them. Ed 

IK+ 64 
| have a dream, a dream of multiplayer, 
high impact karate, a dream of 
International Karate + on my N64. 

Instead of the three combatants 
there'd be four, each of which could be 
CPU or human players. The arena would 
be 3D, and scale with the distance 
between fighters. There'd be no special 
moves — the great thing about /K+ was 
that everyone had the same set of basic 
moves. The different speed settings must 
remain, even though it should only be 
played at the manic turbo speed and 
there should be an enormous array of 
Bruce Lee-like noises to accompany the 
action. The bonus games would also be 
updated for 3D. 

Can you imagine the utter madness 
ensuing from the bouncing balls 
approaching from all around you? 
Speech for the Sensei is a must, with a 
much exaggerated oriental accent (“Bru 
must improve"). The original was great 
fun and this would be a welcome arrival 
until Capcom pull their finger out and 
give us a Street Fighter. 
James Gough, Southampton 

It would also need to include the feature 
from the Atari ST version whereby 
pressing T causes your trousers to fall 
down. Ed 

MULTi-CHARACTER RPG 
I'd like to see a 2D RPG, with the 
difference being that you could choose 
from one of three different characters, 
each starting from their own village or 
town. Depending on which character 
you used, you'd get a totally different 
ending. Also, on your journey you'd find 
you could only access certain buildings 
and interact with certain people if you 
were the right character, adding greatly 
to replay value. The outcome of the 
game would depend on where you 
went, who you talked to and which 
character you played. 
Justin Wickinson, Ashford 

An N64 RPG of any description would 
be welcome, and yours would indeed 
have plenty of replay value, although it 
does sound dangerously close to actually 
being three different games. Ed 

Still waiting for them to write your 
dream game? Then egg them on by 
writing to: Dream On, N64 Magazine, 
30 Monmouth Street, Bath BA1 2BW. 

: 97 December 1997 



Even if these ideas don't win the hearts of 
manufacturers, they've at least won a badge. 

“This is for people who don't 
have much money,” explains the 
philanthropic Matthew Duffin of 
Reading, Floppy Cart’s inventor. 
What he appears to have devised 
is a sort of floppy disc drive with 
a disc containing three games 
permanently built into it. It'll cost 
“about £49.99", Matthew 
predicts, and “will be based on a 
floppy system, but will be faster”. 
It's not entirely clear how three 
games are going to fit onto a 

BONUS LETTERS 

We'd rather not. Ed 

WUtrtieVelel ani rleelayeren elev 
against Italy, though? Ed 

UAE lar leleleT melee OO EN 
against Italy, though? Ed 

That's perhaps enough about 
what Mario says when he throws 
Bowser. Ed 

A schoolboy error. The mystery 
game is actually a 3D adventure 
game called Pikachu Genki 
dechu, and, although it stars a 
Pocket Monsters character, it’s 
Porm ren aKeMe On itt rt cl 
Pocket Monsters 64 or Pocket 
Monsters 64DD. Ed 

8 [NEM 

INVENTION CORNER 
floppy disc (which tend to hold a little over 1Mb, 
compared to an N64 cart's 8Mb), nor how the cart is 

going to come in at under £50, 
but a little further development 
would doubtless iron out these 
glitches. 

(good name) of 
Wallingford has come up 

A popular request in issue 3's 
‘Plug This In’ compo was for 
a remote-control Controller, 

using infra-red light or 
something. And that's 
exactly what Jon Davies 

with, the difference being 

"The cheek" 
| was casually looking at computer 
mags in my local newsagents when | 
came across a blatant attempt to 
copy your brill mag. They've had the 
cheek to take your four wee coloured 
circles from above your ‘4’ and use 
them next to their name. And as if 
that isn't bad enough, they gave 
readers a free video with issue one, a 
la you. 
Conor Shields, Warrenpoint, N.I. 

The blackguards! Oh well. Luckily 
there's more to N64 Magazine than 
just a few circles, eh, readers? Ed 

“Billionth time” 
Arghhh! My memory pack has just 
erased its memory for 
about the nine billionth 
time. Every time | play 
ISS64 | edit some names 
and create players and 
the memory pack wipes! 
It's made by Spook, and 
has a 1Mb capacity. 
What's going on? 
Simon Cochrane, 
Basildon 

You've hit upon the old 
Spook-memory-packs- 
not-working-with-|SS64 
problem. The only way to 
be sure of saving your 
set-ups, | fear, is to invest 
in an official Nintendo Controller 
Pak. Ed 

"Stick it in” 
Wouldn't it be a good idea if 
Nintendo did an advert for GoldenEye 
in the same style as a James Bond 
trailer? They could stick it in the 
advert break during a Bond film. It 
would be a lot better than those 
obscure ones for the PlayStation that 
don't show the games (as usual). 
Noel Wallace, East Kilbride 

That would indeed be good. 
Their Lylat Wars one isn’t 
too bad, though, don't you 
think? Apart from the words 
‘Lylat Wars’ at the end, 
obviously. Ed 

“In circles” 
While trying to improve 
my record time on Koopa 
Beach, | was racing 
against my ghost when 
something strange 
happened. My ghost, which was 
supposed to do a time of 1'45"65, 
went wrong. 

| had missed a mini turbo and 
was about to give up but decided to 
carry on to see if my ghost was slow 
in the last part of the lap. As | went 

over the ramp to the short cut, | 
saw the ghost miss the jump and hit 
the wall. After going through the 
short cut | went back round and 
there it was, going round and round 
in circles and hitting the wall until it 
finally disappeared into the sea. | 
immediately wrote this letter to the 
best magazine in the world. 
Mark Townley, Truro 

He's clearly decided to throw off his 
shackles and strike out on his own. 
Good luck to him. Ed 

that he's done a series of elaborate computer renders to 
illustrate it. “There are only two problems | can see with 
it," Jon says. “Firstly, the Rumble Pak wouldn't be as 

effective, and would make it heavier. 
Second, er, it hasn't got a 
name. | suppose it could be 
the ‘Blaster Pak’, but that 
would be a bit crap." Indeed. 
Infra-red controllers have met 
with limited success before, 
but this one does look smart. 

faa Had a brain-wave? Then 
fii send the blueprints to: 
mae Invention Corner, N64 

Magazine, 30 Monmouth 
Street, Bath BA1 2BW. 

“Certificates” 
A few issues back, you wrote a small 
article on Duke Nukem 64, which 
was an excellent game on the PC. | 
was appalled to find out that the 
game is being censored, with the 
strippers being taken out. | am 
strongly against censorship, and | 
think Nintendo should stop aiming to 
impress the parents and start aiming 
to impress the players. | mean, there's 
no explicit graphic detail on the 
strippers, is there? It seems that 
computer games have come to a 
stage where they are realistic enough 
to be given video certificates (Turok’s 
15 certificate is an example of this) so 
why can't Duke Nukem 64 have an 
18 certificate without cutting the 
game? A responsible 18-year-old 
should be old enough to decide what 
he can and can't see in a computer 
game, so what's Nintendo's problem? 
Ryan Haidar, via e-mail 

No-one's in favour of censorship. The 
trouble is that a huge proportion of 
Nintendo owners are under 18, and 
they'd be pretty cheesed off to find 
they couldn't play Duke Nukem 64 
because it's got an 18 certificate 
stuck onto it. And, while a decent 
amount of corpuscular carnage is 
vital to a game like Turok, a few 
naked ladies are hardly essential to 
one's enjoyment of Duke Nukem, are 
they? If anything, | reckon they make 
the PC version a bit tacky. Ed 



Unless it's “How much will the 64DD 
cost?” WE DON'T KNOW, ae t-te 
SPC Vel maemo (og 
(best to worst): GoldenEye, Lylat Wars 
and Extreme G? 
2. Will GoldenEye be packaged with a 
Rumble Pak? 
3. Is there going to be a price drop for 
Ce ue ra eee UE mud arg 
4. Are Mortal Kombat 4 and Street 
Fighter EX Plus Alpha coming out on 
the N64? 
Celera EC A Lat ol | 

1. A Eurovision-Song-Contest-style 

poll in the N64 office produced the 
following order: GoldenEy } 
ili G. Spooky, eh? 

2. Nope. But you should be able to 
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EVTe mits em Toe g 104% 
follow up on the success of $ 
Fighter Il on the SNES. Ed 

1. What does the ‘N’ mean after some 
bits of writing in your mag? 
2. Will Quest 64 be on the 64DD? 
3. Will the 64DD have a clock? 
4. Are there any more Mario games 
planned for the 64DD? 
5. On top of my N64 there's a panel that 
says ‘memory expansion’. What is it? 
6. Will there be a Zelda on the 64DD? 
EMC Mtl lism Ue tulcel) 

1. It stands for “Noooooo! 
you that if you attempt to 
reading you'll plunge off t 
the article into oblivion 
2. No. Que s 
or whatever 
[thy 16) 
it does well they E 
64DD follow-up, though. 
3. Yes. 
4. Super Mario RPG 2 will definitely be 
a 64DD game, and Super Mario 64 2 
Ul 
5. It's for memory expansion. This'll 
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6. Yes. Ed 
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Pre Meet M te ae mee) Sole 
N64? I was wondering if Nintendo have 
enough cart space. 
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coming out for the N64, like Command 
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5. What's better, Lamborghini 64, Top 
Gear Rally or Extreme G? 
6. Ils Body Harvest a strategy game? 
Stuart Hooppell 
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2. How do you get to be a games tester 
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Write to: So Tell Me This..., N64 
Magazine, 30 Monmouth Street, Bath 
7A ala 
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MIXER TAP 64 

p-700 can finish decorating your kitchen. This 
involves visiting Homebase two or three times 
week, queuing up for half an hour at the 
‘special order point’ behind the lady who's 

SIE Uk release: 
aS April 1999 The game's name 

Its publisher 

If it's an import, whether it's a US 
or Japanese one 

out of stock. “But there's a delivery on 
Tuesday.” If you can sustain this for eight or 
nine weeks you're doing well. Crashingly 

A summary of our review boring. You'll learn to hate green uniforms. 

The best tip or cheat, and any 
issues that we've done guides in 

SILA 
FAR 

DIRECT 
BLAST CORPS 

Nintendo 

A preposterous storyline is the excuse for some full-frontal 
global destruction as the Blast Corps - a kind of space age 
demolition gang — get to save the world by, er, knocking most 
of it down. There's no doubting that the game is one of the 
most idiosyncratically original on the N64 and one that you're 
almost certain to enjoy. However its lifespan problems (mission 
repetition is never ideal) mean that your love affair with the 
game may be disappointingly short- — 

@ Park against a building wi 
cause the structure to exp! 

DOOM 64 

GT 

's door against it. Repeated pressing of Z will 
Full BC guide in N64/8 

Think about it: Turok’s far better than Doom, and 
GoldenEye’s far better than Turok. So, for anyone other than 
those people for whom Doom is the gaming equivalent of 
breathing, this PAL release of Midway's tricky blaster is going 
to seem a pointless exercise in expenditure. It's solid and it's 
workmanlike, but up against Acclaim's dinosaur-basher and 
Rare's breathtaking Bond licence it looks dreadfully old hat. 

@ At the password screen enter ?TL BI BFGV JVVB for a complete cheat menu. 
@ Other tips in the review, N64/387. i ; 

aced her paint is faulty, and being told it’s 

-* Order the tap on computer, wait a couple more weeks, and then cancel the order when it still 
doesn't turn up expecting to be able to get one at B&Q instead. You won't, earning extra points. 

__— The reviewer's initials (see below) 

~~ Score 

a 
~The issue we reviewed it in 

How much it costs 

N64 reviewers 

= James Ashton JD = Jonathan Davies 
MH = Marcus Hawkins TW = Tim Weaver 
WO = Wil Overton ZN = Zy Nicholson 
JS = Jon Smith = Jonathan Nash 
JB = Jes Bickham 

F1 POLE POSITION 

Ubisoft £60 7®71%@JD 
We enjoyed Human Grand Prix, despite its obvious flaws, so 
we were looking forward to Ubi Soft's tidying-up and 
renaming of it. Disappointingly, all that's changed in the 
transition to F1 Pole Position is the licence, cutting out all 
that H Dill drivel. The horrendous pop-up remains, the stop- 
dead banks are still in there and, ultimately, this is only half as 
good as the PlayStation's F7. 

@ If your bloke in the pits shouts at you to come into the pits, don't bother. You can make 
the whole course without a tyre change. 

atl 

[electronic ants 660 [[NM@3969 TH 
This makes you wonder two things. Firstly, how, with all that 
advanced technical gubbins at their fingertips, EA managed to 
produce a worse FIFA game than the PlayStation's. And 
secondly, how, in the wide, wide, world of sport, this passed 
Nintendo's quality control department. The Albanians execute 
people for lesser offences. 

@ Remember, you only need tap the shoot button once. The delay is terrible but you will 
eventually produce something. Don't press it a second time or your shot will fly over. 

Ida 

~ 
After their triumph with Doom 64 (all-new levels, brand new | 
textures) Midway bring Hexen to the N64 party. Sadly, the FAG \ ya rd 
game is exactly the same as its elderly PC mum, and the one ye be | 
new element — the four-player split-screen deathmatch mode ‘ 
- fails in Hexen’s resolutely single-player levels. It's still lots of 
fun in a retro kind of way, but in the N64 world, where Turok 
reigns supreme, it's hard to recommend whole-heartedly. 

@ To activate the cheat menu, pause the game and press Top C, Bottom C, Left C, Right 
C very quickly. @ In the Cheat menu, press Left C, Right C, Bottom C for invincibility. 



INT. SUPERSTAR SOCCER 64 Ba MULTI RACING CHAMPIONSHIP 

Nvses26e TH, Nea TED 
The finest football game in existence, /SS64 is, quite tol a “4 The conversion job given to Multi Racing has done it no 
work of art. It certainly looks gorgeous, but the real delight : favours — the letterboxing and slow-down only seem to 
comes from its genuine football-ness. You can build the most <p . amplify the ‘gritty’ look of the graphics. In comparison with 
intricate of passing build-ups, deliver the killer through-ball : ned Top Gear Rally it's also far too easy and even the mirror 
and score the sweetest of goals — all just like the real thing. An ; A s mode can't disguise the fact that three tracks simply aren't 
almost flawless game which could only have been bettered enough. On the plus side, the car-handling remains excellent 
with the addition of real teams. Kills all known F/FAs dead. a - 4} and there's a good variety of on and off-road racing. 

Wo gee Wecuper aan crv WE Goae aL ie HAE Goce Fila andl eS UE EOS ere on ree 
Down, L, Down, L, Left, R, Right, R Left, R, Right, R, B, A, Start. @ Full game guide in N64/4. hidden cars. @ Game tips in the review N64/5 

KILLER INSTINCT GOLD NBA HANGTIME 

Nintendo/Rare D7 3 @ 62% @ MH | De 6 - as ess 
The immortal NBA Jam series continues on the N64 with this 
dated arcade conversion. Apart from the fact that the 3D and 
sprite work looks distinctly out of place on the N64, the real 
problem with Hangtime is that two-on-two basketball gets very 
boring, very quickly. Relentlessly running up and down the court 
exchanging baskets with the CPU is not our idea of fun, and 
even with a huge cheats list, your attention will soon wander. 

: ma 4 

@ To access the extra options, during the character bio screens in the intro press Z, B, A, @ Create duplicates of star players by entering 0000 as your pin. Now type in your name 
LA, Z in sequence. @ Tips in N64/1 and in the review in N64/3. as the name of the player. @ See N64/3 for a complete list of names. 

LYLAT WARS bh PILOTWINGS 64 “: 

TNOIBER TI Uo 

Killer Instinct might have been a big deal a couple of years 
ago, but even an arcade-perfect conversion looks a bit 
out-dated on the N64. It's not that K/ wasn't a good game to 
start with — if you're still in love with it, you'll definitely enjoy 
this version — it's just that for most people enthusiasm for this 
type of beat-'em-up is at a low ebb. And that includes us. 

Nintendo's first properly optimised conversion sees a full- The first Pilotwings split gamers’ opinions with its Ea) 
screen Fox McCloud take on Andross at something we a a airbound subject matter. However, this 64-bit refurbishment is 
approaching full 670Hz speed. Lylat Wars is not as perfect as Bly likely to have a much wider appeal than the SNES original. 
it could be perhaps - it really needed a level select, for wy) mei Intermingling the sublime talents of flight sim specialists 
instance, but it's as near as we could have hoped and at £60 ea | Paradigm and Nintendo's usual playable sheen, Pilotwings 64 
with a Rumble Pak it's a certain ‘must have’ package. — sey emerges as a supreme example of how to harness the N64's 
Another tour-de-force for Shigs. wie Sq immense potential. Up, up and away. 

@ The four Birdman Stars are situated in the park in New York, inci the eRe lan 
@ Game guides in N64/8 and N64/9. waterfall, in a cave on Crescent Island and on the bridge-shaped rock on Holiday Island. 

LW La le¥] 
MARIO KART 64 > SHADOWS OF THE EMPIRE " 

While it doesn't quite achieve the total perfection many eee 
had expected, Mario Kart 64 is still a vital purchase for your 
N64. Its outstanding feature is undoubtedly the multiplayer 
modes, and in particular the four-player grand prixs. But 
you'll still find yourself racing the one-player games too, long 
after you've beaten the game. The disturbingly addictive Time 
Trial mode offers almost infinite longevity. Brilliant. Buy it. 

get a rocket start. @ Coniee guide in N64/4. @ Challenge Point guides i in N64/2 and N64/3._ 

MORTAL KOMBAT TRILOGY SUPER MARIO 64 

[reso FE neaeema| wineneo cone seue 
Tm 

When other developers first caught a glimpse of SM64, Ba 
fate ee ee are Ti went back to the drawing board with their efforts. The game 

sub-standard variation of the PlayStation’s, with an overall i: ee everything tigre lan pe eee ae 
: , " great and fleshing it out into 3D. Mario himself can do jus 

resentation level little better than that of its SNES ancestor. = Pigs : 
5 wealth of options, cheats, extras and finishing moves can't about anything, the levels are huge, packed with incredible 
eaye-this: Avold with alinical determination ideas and loads of secret bits. Without a shadow of a doubt, 

: , this has to be the world's greatest video game. 

With ten levels of varying game styles, Shadows somehow 
fails to be more than the sum of its parts. Fab snowspeeder 
and space battles are ultimately let down by some lacklustre 
Doom-style bits and the truly awful speeder bike on Luke's 
home planet, Mos Eisley. It still has a great Star Wars feel, 
though, and is loads better than the PC's Dark Forces 

® For unlimited credits, press Down, Down, Up, Up, Right, Right, Left ‘and Left on the ® Loads of tips in our review in N64/1. 
Story screen. When you lose, you'll have infinite credits. @ Cheats in N64/1 and N64/4. @ ‘20 most-asked questions’, N64/1, N64/2. Guides in N64/2, N64/3, N64/4, N64/5. 



TOP GEAR RALLY Be 

People are put off Top Gear Rally by the cars you initially get 
to race with — they're slower than a pair of elderly Fiat 126s. Se ee 
But persist and not only will you find a gem of a game te Be ee oaree 
structure but some of the fastest most realistic driving everto  -—=\ 
grace a computer game. It really is Sega Rally standard. The 
five tracks might be a bit bland background-wise but they're 
brilliantly designed and help ensure a healthy lifespan. ye 
@® Game tips in the review N64/8. 

N64 
TUROK: DINOSAUR HUNTER iv 

Acclaim iI 

Replacing Doom’'s cyberdemons with screen-filling dinosaurs, 
cranking up the violence to ludicrously bloody proportions 
and adding a series of breathtakingly devastating weapons, 
Acclaim/Iguana have produced — yes - a monster. A 
phenomenally good game which really shows the technical 
gulf that exists between the N64 and other consoles. 

@ At the edge of a platform the screen will dip. Jump here to gain maximum distance. 
@ Full cheat listing Tips Extra N64/2. @ Key-finding guide in N64/2. 

import eo . 
a eS 

SS G 

DIRECTORY 
BAKU BOMBERMAN 
| Hudson Soft | @ mene” (UNL? Te BOmI@EN 

Oh dear. The thrill with Bomberman was the multiplayer mode - Hudon have wrecked it 
by adding 3D. Single player mode is competent but uninvolving. A major disappointment. 

CRUIS'N USA 
| Midway UK release: |S (0Y1 4 @ 34% @ JD 

Racing across the USA isn't tough, even with the irritatingly over-sensitive controls. The 
music is awful, and the graphics use only a fraction of the N64's power. Avoid. 

DARK RIFT 

WAVE RACE 64 

Breathtaking water-based racing is the order of the day in 
Miyamoto's astounding Wave Race, with the N64 once again 
proving its mind-expanding capabilities. Thoroughly realistic 
water effects, a scintillating two-player speedway and the 
possibility of trying your hand at Lee-Majors-style stunt work F. = 
make this easily as enjoyable as Mario Kart 64. B ‘ 

VRE ia) 
i 

@ To achieve the Helicopter stunt and 1700 points - when you're on the ramp, turn 
sharply in a Left/Up direction and then hold Down to pull off a sideways flip. 

WAYNE GRETZKY'S 3D HOCKEY 

See7s%eTW 
For sheer whizz-bang, puck-zipping magic Wayne Gretzky is 
hard to beat. An excellent range of options ensure that the 
full ice-hockey spectrum is covered — from the three-man 
arcade knock-about to the full-team, over-legislated complete 
simulation. It's fun in multiplayer - especially the two on two 
arcade mode - and overall the only thing that lets it down is 
that fact that, when all's said and done, it's only ice hockey. 

@ Loads of tips in Tips Extra N64/5. @ For super teams, go to =e and then Gatane hold 
L and press the C button sequence: Right, Left, Left, Right, Left, Left, Right, Left and Left. 

GANBARE GOEMON 
[Konami | © cay se al 

It's never likely to threaten Mario 64 in the all-round goodness stakes, but this does see 
a pile of good ideas thrown together to produce a marvellously entertaining adventure 

THE GLORY OF ST ANDREWS 

jseta | Oey" 
The N64's first golf game lacks any redeeming features whatsoever. A ropey graphical 
engine and dodgy controls add up to an experience as ugly to watch as it is to play. 

GOLDENEYE 007 
Rare/Nintendo eee N64 7@94%@JA 

Well, we thought it would be good. But never this good. No other N64 game (except 
one, perhaps) is as majestically structured or superbly realised. 

GO GO!! Li badkatdcbabe bal a 

fee nn S000 IN 
Strangely backward but enormously entertaining, Go Go!! Troublemakers is an enigma 
that might not be solved even when the game gets translated. 

HUMAN GRAND PRIX 
= . a . NI/ 

wT NTO 

It's a plain old beat-'em-up, basically, and while it's better than War Gods and Killer 
Instinct, there's just nothing new here to excite even the most ebullient of fight fans. 

toy Tey 
eee eaey © ingee 

Sadly, Doraemon turns out to be a slightly linear, slightly confusing and all-too-tedious 
Mario clone. Perhaps it’s more suited to your younger brother or sister. 

go> IM 

Although never matching up to the high standards of the PlayStation's F7, Human 
Grand Prix provides some throughly entertaining Formula 1 driving thrills. 

JANGOU SIM MAHJONG DO 64 

So, the best mah jong game yet? Well, probably but does it really matter? With its more 
‘trendy’ approach to the game it'll probably sell like wild-fire in ker-razy Japan. 



J-LEAGUE DYNAMITE SOCCER WONDER PROJECT J2 

What chance has a sprite game in a world with /SS64? Dynamite Soccer is incredibly 
basic but persevere with it for long enough and you might get some joy out of it. 

SY, 
Tease ec 
acer © liso 

Perfect Striker became the improved PAL /SS64 and in turn, PAL /SS64 has become the 
improved Jikkyou World Soccer 3. World teams but no Scotland, Wales or Ireland! 

N6, 

TT cue 
| Konami | @uKrelense: | [NTT @ 89% @ TW | 

Guide a robotic girl through various ‘real life’ situations with the overall aim of making her 
a real person. Weird, very Japanese and very difficult to overcome the language barrier. 

WAR GODS 

Before Christmas 

Although it's the first proper 3D beat-'em-up, that’s all War Gods has really got going 
for it. For beat-'em-up junkies only. 

NUMBERS 
Konami prove their footballing dominance with a magical footballing sim, combining 
breathtaking animation, a plethora of fantastic moves and some outrageous goals. 

KING OF PRO BASEBALL 

Nrrte eae TW 
The players are super-deformed and cute which is entertaining. Eventually, though, the 
too-slow runners and the super-skillful CPU opposition will begin to get you down. 

MAH JONG 64 
UK release: 
Never 

Mah Jong 64 is more of a beginner's guide to the game than previous efforts. However, 
with its heavy reliance on Japanese text, things will still prove fairly tricky. 

MAH JONG MASTER 
[Konami | @ they" | eae we 

If you've never played mah jong, this would be a very tough way to learn, with its 
copious Japanese text. Otherwise, the slickest of the mah jongs 

MISCHIEF MAKERS 

The US version of Go Go!! Troublemakers, and the addition of English text makes the 
whole thing a lot easier. It's still a brilliant game and it'll be out in the UK this Christmas. 

POWER LEAGUE 64 
UK release: 
No, thanks 

We've got nothing against baseball - even though, plainly, it's tedious — but this effort 
from Hudson, the first N64 ball-and-bat title to utilise real players, is tragically awful. 

POWER PRO BASEBALL 4 
UK release: 
Unlikely 

PPB4 is the fourth in Konami's series of baseball games. The game went ballistic in Japan 
but we don't rate it as highly as Imagineer's effort, King of Pro Baseball. 

TETRISPHERE 

The Game Boy's finest moment is now 3D with jungle-dance-techno music and a whole 
paint-palette-full of colour. A partially successful puzzle game, if not an essential one 

Imagineer 

UK release: 
Early '98 

Cee meer aR MOL a Cure 
PNM ar eee) Luce olga 
TV) are either distributed through THE 
(Nintendo's representative in Britain) or 
another games publisher with a base in 
this country. It's not necessarily the game's 
Te eum Ue eC kee LS 
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Die Hard Game Fan www.gamefan.com/ 
Game Japan www.rcp.co.jp/recca/ 
N64.com www.n64.com/ 
Nintendo 64 Headquarters 

www.n64hq.com/ 
Nintendo Australia www.nintendo.com.au/ 
Nintendo Japan www.nintendo.co.jp/ 
Nintendo USA www.nintendo.com/ 
Nintendojo members.aol.com/peers2/ 

Acclaim (0171) 344 5000 

www.acclaim-jp.com/ 
www.acclaimnation.com/ 

(0181) 7429400 
www.activision.com/ 
www.argonaut.com/ 

ASCII www.asciient.com/ 
Atari Games www.atarigames.com/ 
Athena www.sega.co.jp/gamesoft/athena 
Atlus www.atlus.com/ 
Blizzard www. blizzard.com/ 
BMG (0171) 973 0011 

www.bmg.com/ 
Boss www.bossgame.com/ 
Bottom Up www.ifnet.or.jp/ 
Capcom Japan www.capcom.co.jp/ 

US www.capcoment.com/ 
Crystal Dynamics =www.crystald.com/ 
Data East www.dataeast.com/ 
DMA Design www.dma.co.uk/ 
Eidos (0181) 636 3000 

www.eidosinteractive.com/ 
Electronic Arts (01753) 549442 

www.ea.com/ 
Enix www.marinet.or.jp/com/enix/ 
Epic Megagames www.epicgames.com/ 
Epoch www. fjt.co.jp/ 
Gametek (01753) 854444 

www.gametek.com/ 

Activision 

Argonaut 

oC cm emp Elem leg 
TUE meee Mel elm are 
distributed by Ocean in the UK. 

CCAM MOLL tale OQ orb) oli allay 
companies who have either released games 
for Nintendo systems in the past or who 
have N64 titles definitely in the pipeline. 

Graphics School http://204.174.42.103 
Gremlin (01142) 753423 

www.gremlin.co.uk 
GT (0171) 258 3791 

www.gtinteractive.com/ 
GTE www.im.gte.com/ 
Hudsonsoft www.hudson.co.jp/ 
Human www.human.co.jp/ 
Imagineer www.imagineer.co.jp/ 
Infogrames (0171) 738 8199 
Interplay (01628) 423666 

www. interplay.com/ 
Japan System Supply www.titan.co.jp/jss/ 
Jvc (0171) 240 3121 
Koei www.koei.co.jp/ 
Konami (01895) 585 3000 

Japan www.konami.co.jp/ 
US www.konami.com 

LucasArts www.lucasarts.com/ 
MicroProse www.microprose.com/ 
Midway www.midway.com/ 
Mindscape www.mindscape.com/ 
Namco Japan www.namco.co.jp/pacland/ 

US www.namco.com/ 
(0161) 832 6633 
odon.com/ocean 

www.paradigmsim.com 
(0151) 282 3000 

www.pysgnosis.com/ 
Rambus www.reambus.com/ 
Seta www.seta.co.jp/ 
Shiny www.shiny.com/ 
Square Soft www.square.co.jp 

(01703) 653377 

THQ (01372) 745 222 
www.thq.com 

www.titusgames.com/ 
(0181) 941 4004 

www.ubisoft.com/ 
Vic Tokai www.victokai.com/ 
Video System www.dreamsquare.co.jp/ 
Williams = www.williamsentertainment.com/ 

Ocean 

Paradigm 
Psygnosis 

Titus 
Ubi Soft 

http://members.aol.com/itsamepete/mk64trix.index.html 

What've you got to do to join? Merely e-mail them 
y telling them why they should let you. Meanwhile, 
| there's heaps about Mario Kart 64 on this site, 

including every conceivable short cut and even 
details of how to get onto the island in the middle of 
Sherbert Land. The presentation's nothing special, 
presumably because these people pour their every 
last Joule of energy into playing Mario Kart. 

NGy 103 
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It's true! If you subscribe to N64 Magazine, you'll not 
only be sure of getting every info-packed issue of the 
world's best Nintendo 64 magazine, but we'll also send 
you a free controller as well! The Trident Pad is worth 
roa belo EM Colm ol Ul OM Ae Macla art more 
player Wave Race 64 or - the most fun it's possible to 
have in the world — multiplayer Mario Kart 64. 

Please choose your method of payment. 

1. {_] Direct Debit. The full amount of your subscription will be deducted 

in advance and in one lump sum. Please complete the mandate below. 

(Direct Debit instructions cannot be sent via e-mail or fax) 

Ze Cheque (payable to Future Publishing Ltd. Sterling cheques drawn on a UK account only.) 

Visa [_] Access 

Signature 

oD) Instruction to your Bank or Building 

PIREGE Society to pay Direct Debits. 930763 

Originator's Identification No. 

41. Name and full postal address of your Bank or Building Society branch 

To: The Manager (Bank name) __ 

Address 

Daytii seieei aytime telephone 
Postcode 

Future Publishing Co. ref. no. (Office use only) aa 

2. Name(s) of 
account holder(s)~=<$_ —@ AAA 

LTT TTT I 
cnmie LA  E | 

European subscribers quote your EC VAT reg number 

Please start my subscription with issue number. .......... 

12 issues by cheque/credit card 3. Branch sort code 

UK 35.40 Europe (inc. Eire) (1) £43.40* Rest of the World —] £53.40* 

*Overseas prices quoted are for airma 0 zine as quickly 

UK readers return this coupon by Freepost to: N64 Subscriptions, 

Future Publishing Ltd, Freepost BS4900, Somerton, Somerset TA11 6BR 

Overseas readers return this coupon (postage payable) to: N64 Subscriptions, 

Future Publishing Ltd, Cary Court, Somerton, Somerset, UK TA11 6TB 

0 Please tick this box Id prefer not to receive information on other offers. 

N64P82 

by eile tse Mell oh taal ote MG Pat er tr 

5. Instruction to your Bank or Building Society 
Please pay Future Publishing Direct Debits from the account detailed on this 
Instruction subject to the safeguards assured by the Direct Debit Guarantee 

Signature(s) _ = = Date 

Banks and Building Societies may not accept Direct Debit Instructions for some types of account 

Europe (inc: Eire) £43.40 



; ef 

AT 
é SONY@SEGAQNINTENDO @PC@ARCADEQM2 

ys CHRISTINAS ISSUE ON SALE 
Ni Monday 24th November 

YOUR ALL-TIME TOP 
ue 

GOLDENEYE 007 
Ae aed 
AP guide for this 
1  Winter’s biggest 

ee au 

WE REVEAL THE GREATEST VIDEOGAME 
IN HISTORY AS VOTED FOR BY YOU! 

PLUS! 
AN AMAZING 9 FREE GIFTS! 

© INTERPLAY ADVENT CALENDAR! 
Na 
ee ee 
© TWO SONY STICKERS! 
© £5 MONEY-OFF VOUCHER! 
eS eS 
mm ee ea 
eS eS a 



NIN@ENE 
Here's a date for your diary: 25th December is Plus! le 
Christmas Day. And to celebrate, we'll be doing 
a special issue of N64 Magazine that could only 
be described as ‘bumper’. It'll be full of festive 
fun, not least of which will be a floorboard- 
creakingly huge review of Rare's amazing 
Diddy Kong Racing. And there'll be everything 
else you'll need to keep your N64 happy 
throughout the yuletide period, making an 
early-December visit to your newsie a must! 
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132 99 £10 fae SUPERSTAR SOCCER 64 oe cee ae 18.99 Super NES Games 4, AND choose any one of the FREE GIFTS below if you buy just 
e less off any other item KILLER INSTINCT GOLD ; DONKEY KONG COUNTRY 2 29.99 | | one item at the same time as you join. All of our gifts are worth the 

Official UK Nintendo 64 with Nintendo 3D controller LAMBORGHINI 64 ...... . : DONKEY KONG COUNTRY 3 41.99 | | membership fee or much more. You can extend (renew) your 
ane ig PLUS — Nintendo 3D Controller tro reunnaens PACK Pee " vv = B88, | | membership for £5.50 just to get more gifts if you want them. 
an lemory Car MACE ...... vissvis sss 146.99 FIFASOCCER ; 1.24.99 

¥ MADDEN 64... 49.99 JOHN MADDEN NFL 93 v seen oneB2,99 FREE MINI BOY KEYRING CONSOLE 
~ i MARIO KART 64 + FREE 256K MEMORY KIRBY'S DREAMCOURSE 1119.99 Miniature hand-held console with 55 

Deduct £10 off the CARD (UP TO FOUR PLAYERS)... ...43.99 KIRBY'S FUN PACK sce 129.99 variations of 4 classic games. Includes a 
price of any one MISCHIEF MAKERS oo. oes cos cee ee 040.99 MR DO vee es ous a waar ES Tetris chile. carrie 
item bought at the MORTAL KOMBAT TRILOGY ...... ...48.99 PGA TOUR GOLF 19.99 ye g 

i MULTI RACING CHAMPIONS +. 44.99 PILOT WINGS x .23.99 OR FREE VIRTUAL MEGA PET \ 
same time as a NBA HANGTIME... ... ... ts .n46.99 SECRET OF EVERMORE 1.22.99 oe : 3 

Nintendo 64 and PAY LATER if NFL. QUARTER BACK CLUB 98... ...45.99 SUPER INTERNATIONAL CRICKET. ...17.99 8 electronic virtual pets in one. Choose to look 
: PILOT WINGS 64__...... .. ..40.99 SUPER MARIO KART . 1.25.99 after a Chicken, Bird, Dog, Cat, Dinosaur, Ce e° 

ne your total purchase is over £250, RAMPAGE WORLD TOUA ............46.99 SUPERMARIOWORLD ............ ...19.99 Crab, Fish or Butterfly. Pets may vary 
* ™ subject to status SAN FRANCISCO RUSH 2... -0. vss 46.99 SUPER STAR WARS ie cec ccc cos eee 9,99 " y: — 
a SHADOWS OF THE EMPIRE SUPER STREET FIGHTER 2 +e 1126.99 OR FREE PERSONAL STEREO WITH 

SUPER BOMBERMAN 66 .. SUPER TENNIS 0. .0. ces cee eee coe 17.99 
SCART LEAD-N64toscartTV ......8.99 SUPERMARIO64 ...... NORTEX: ssussieanicasisen nesters 9.99 HEADPHONES AND CARRY CASE 
HI-FI AUDIO LEAD - N64 to stereo ...9.99 TONIC TROUBLE WEAPON LOAD ..... wes 29,99 Personal stereo cassette player with hecpnonds plus a padded 
TV LEAD - N64 to SVHS TV or video. ...9.99 TOE Gran RALLY . Yosnt s ISLAND, shine: zi 38 carry case for tapes & accessories 

256K MEMORY CARD (12 slots)... ... 7.29 WARGODS " 
OFFICIAL 256K MEMORY CARD 123 pages (12 sits) "$4.99 Wave RACE 6s Pocket Gameboys R EIGHT GAMES FREE FOR PC 
4 MB MEMORY CARD (48 siots) ... ... +2699 WAYNE GRETSKY ...... - (AS SEEN ON TV) Games include: Desert Strike, Jungle Strike, Actua 
NINTENDO 64 DELUXE CARRY CASE... 24,99 WCW VS NWO: WORLD TOUR New 30% smaller and 50% Soccer semi-final edition, Normality Inc playable 
PAIR OF EXTENDER CABLES To extend four WEITERE eee ere aeeae® || demo, Zool 2, Lotus 3, Toyota Celica GT Rally and 
caplet a aactionel : 5 metres each... ae PlayStation Value Pack x Team Suzuki, ALL 8 GAMES 

a . * a Y FR RUMBLE PACK Look for games marked (AUN) .....1298 © 129,99... less £10* ——AameBov POCKET oo. 45.88 REP SLTEGT PREG 
Nintendo 64 Controllers wth TWO Sony Controllers. a Sony Memory GAMEBOY POCKET (BLUE) 30.98 OR FREE FOOTBALL fa Card, AF Lead and Playable Demo CD GAMEBOY POCKET (CLEAR) ... ... ...39.99 MS Full size 82 panel stitched PVC coated football. Size 5 

Beene HARK Stick. “ios »- 34.99 “Deduct £10 off the price of any one item GAMEBOY POCKET (GREEN) 39.99 . aoeen. 
_ sal conned Connick: fick conten bought at the same time as a PlayStation GAMEBOY POCKET (RED) i a8 Other offers available. Offers subject to stock availability. 
joystick, auto-fire and slow motion PlayStation Peripherals ina Overseas members add £2 postage 

ORY CARD (720 SLOT) Gameboy canes 

CONTROLLERS 25.9 FICIAL ANALOGUE CONTA CSR BONS ANG: ' ae OFFICIAL ANALOGUE DR MARIO .. oa 
Available in many different colours: OFFICIAL CONTROLLER ... ... . GOLF 

Black, Blue, Green, Grey, Red and Yellow PREDATOR LIGHT GUN ...... MARIO AND YOSHI : 
SCART LEAD - PLAYSTATION RGB NBAALLSTARS ... dia’ total of 

ADO RO occ tibe Tops PlaySMaton Games Siied m our entire range ire Duttons, 4 way view con rol rom our range of ia ‘ation Games 

analogue and digtal directional control, BANU - " baa: CUPERIMALIO LAND 1 _ Ask at our shops or phone 01279 600204 - subject to status 
auto-fire function, slow motion function “ TENNI 20% deposit. Pay the balance after 6 months or commence payments from £9 per ODDWORLDS: ABE'S ODDYSEE .... ..32.99 TENNIS sie cu 

V-RALLY ... .. "35.49 WAVE RACE month @ 29.8 APR. Either way there's no interest for the first 6 months - that’s 0% APR, 

SUPER PAD PLUS ...19.99 oe) ACTUA GOLF 2 fe ce tes ees ese ++:80.99 WORMS . 
5 fire buttons, view control, WARCRAFT 2 aes .36.99 ZELDA : : [  §pecalReserve |! 
analogue joystick controller, Bis fe Gcrmtioresiaes motion tinckee Sony KV14-M1 Special Reserve ZZAP. net Spec al Reserve 
Jaen ai 14” FST colour TV 169.99 Pentium P200 MMX.. .999.99 Ol 279 600204 

8 way directional thumb c¢ controller, 3D ‘analogue Remote control g Complete Multimedia System 

stick, 9 fire buttons, autofire & slow motion Teiiron picture = 3 ° et ee he focyathe OR FAX YOUR ORDER ON 01279 726842 - WE'LL FAX BACK TO CONFIRM 
TRIDENT PRO'PAD . i= The aed en F = i fax/modem OPEN 9.30Am TO 8PM (MoN-SAT) 10AM TO 5PM (SUN & BANK Hotipays) 

Wey yi * 3D Diamond Stealth reer : SMH Loopiaerial > Windows 95 Members only - Join as you order - no obligation to buy anything 
ire Duttons, autotire, slow motion an 

display panel =: oe TRIAL MEMBERSHIP JUST 50P (One macazine, ONE ORDER) 
OR ANNUAL MEMBERSHIP £6 (UK), £9 (EC) £12 (worto) 
Annual Membership includes 10 Club Magazines and our Book of 2001 
Cheats. AND there’s a choice of fabulous free gifts if you buy just one 

item when you take out a £6 Membership. 
All prices include VAT and carriage to MOST UK mainland addresses, 

i 

| SHOPS | 
| | Visit one of our great shops for massive selection Gt 

We guarantee the lowest price in town - by a 

BRISTOL CHELMSF ORD 
351 Gloucester Road (A38), 43 Broomfield Road, 

Bristol. Chelmsford, Essex. 
1 ‘/ miles from the City Centre Just around the corner from 
and just up from Kwik Save the bus station 

Tel: 0117 924 5000 iB. “4 Tel: 01245 348777 

EGHAM NOTTINGHAM 

Name & Address. 

‘ostcode Phone No. Machine. Pi 

Enter membership number (if applicable) or 
NEW MEMBERSHIP FEE (ANNUAL UK £6.00) 
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168 High Street, 164 Derby Road, item | 
Egham, Surrey. Stapleford, Nottingham. 'ALL PRICES INCLUDE UK POSTAGE & VAT g 

Near Windsor and Staines 2 miles from junction 25 of the M1, | Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 
Grand Opening 15TH November : near Kwik Fit and Pizza Hut 

CREDIT CARD SWITCH 

SA WBRIDGEWORTH EXPIRY DATE SIGNATURE, (ISSUE NO. ) UPMINSTER 
209/213 St Mary’s Lane, 

Upminster, Essex. 
2 miles from junction 29 of the M25. 

OVERSEAS CREDIT CARD ONLY, PLEASE ADD SURCHARGE £2.00 PER ITEM 
Immediate cheque clearance. Cheques payable to 

Special R the corner from the train station Opposite Somerfield Supermarket pecia eserve at 

Tel: 01279 600399 Tel: 01708 225544 PO Box 847, Harlow, €M21 9PH 
Dee cee 

Inevitably some products listed may not yet be available and prices may change. Please phone 01279 600204. Some items carry a £1 surcharge in our shops. SAVE = Saving off full recommended price. Sent to press 23/10/97 Errors & Ommisions Exe Excluded. Thter. Mediates ite, TA A Special Reserve, The Ml Taltings, Sawbridgeworth, Herts ( car ‘9PG 

The Maltings, Station Road, 
Sawbridgeworth, Herts. 

Not far from the M11, just around 

L 
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MAGAZINE 

“FOR NINTENDO 64 FANS El 

WE’ ARE A’ SMALL GROUP OF PEOPLE DEDICATED /TO/PRESERVING /A’ PART 
OF/CLASSIC GAMING ‘THAT SEEMS TO BE/OVERLOOKED MOST /OF/ THE TIME. 
NAMELY) CLASSIC VIDEO GAME MAGAZINES. 
OUR GOAL IS TO PRESERVE THESE MAGAZINES BY RESTORING 
AND DIGITIZING, THEM BEFORE THEY /ARE LOST FOREVER. 
BESIDES LETTING PEOPLE ENJOY SELECT ARTICLES DIRECTLY ON THE’ SITE, 
WE ALSO CREATE CBZ FILES AS THE ONE YOU ARE LOOKING AT RIGHT NOW, 
WHICH FEATURE THE COMPLETE MAGAZINES FROM START /TO FINISH. 
THIS GIVE US THE BENEFIT OF CREATING MUCH HIGHER RESOLUTION VERSIONS 
THAN WHAT IS FEASIBLE ON A WEBSITE. 
THIS WAY, ANYONE WHO IS BUT A MOUSE-CLICK AWAY WILL BE ABLE 
TO ENJOY THESE CLASSIC MAGAZINES ONCE MORE. 

WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH ARE PUBLISHED PRIOR 
TO THE YEAR 2000, UNLESS PERMISSION HAS BEEN GRANTED BY THE PUBLISHER 
IN QUESTION TO DO OTHERWISE. 

] z THE ONLY EXCEPTIONS TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES, 
ear) DUE TO THE NATURE AND CIRCUMSTANCES SURROUNDING THE SYSTEM, 
SERS AS WELL AS NINTENDO 64 EXCLUSIVE MAGAZINES. 

, REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM 
(DIGITAL. VERSIONS INCLUDED) WILL BE TREATED LIKE NEWER MAGAZINES, 
WHICH MEANS WE WON'T BE SCANNING OR DISTRIBUTING THEM. 

THE REASON FOR RESTRICTING OURSELVES TO MAGAZINES PUBLISHED 
BEFORE A,/CERTAIN DATE, IS TO/GIVE PUBLISHERS ENOUGH BREATHING ROOM 
TO/SELL REPRINTS OR DIGITAL VERSIONS /OF/ THEIR /OLD MAGAZINES 
IF/ THEY, WISH TO DO,/SO. 
THESE’ ARE HARD ENOUGH TIMES /AS/IT/IS/FOR’PRINT/ AND / THE /LAST//THING 
WE’ WOULD WANT, ISTO /DO'IS HAVE’ ANY/KIND/ OF, NEGATIVE EFFECT/ON THEM. 
WE’ SEEK OUT TO WORK’ WITH PUBLISHERS’ AND/ ARE’ ALWAYS LOOKING /TO 
SEEK /APPROVAL TO DIGITIZE,/ RESTORE /AND RE-DISTRIBUTE /THEIR WORKS 
IN/ WHATEVER WAY, THEY, SEE FIT. (PUBLICLY /OR / WITH SILENT /APPROVAL) 

WE HAVE /NO INTENT /NOR DESIRE / TO’ PROFIT; FROM) THESE’ DIGITAL’ MAGAZINES 
IN’ ANY WAY, SHAPE,/OR FORM.’ NOR/DO/WE’ HAVE ANY/DESIRE /TO/FINANCIALLY 
HARM ‘ANY PUBLISHER, EDITOR, /WRITER/OR PERSON INVOLVED IN CREATING 
THESE,,/OR’ ANY /OTHER’ MAGAZINES FOR/THAT/ MATTER. 
WE/ARE’NOT HERE /TO/DO HARM,’ BUT//TO; HELP /PROTECT/ THEIR /LEGACY. 
THAT /IS/WHY / THE /PRE-2000 DATE/IS/IN/ PLACE: 
TO/PROTECT,/THEIR/ BUSINESS /AND ' LIVELY-HOOD,/AND /TO/MAKE’ SURE /THAT/ WE 
WILL: /BE/ABLE’TO KEEP/ ENJOYING NEW /MAGAZINES ’ FOR MANY/ YEARS /TO/COME, 
WHILE /AT//THE’ SAME /TIME/ ENJOY THEIR’ BACK /CATALOGUE. 

WE’) WOULD LIKE /TO THANK’ EVERYONE /WHO/MAKES THIS’ PROJECT POSSIBLE. 
FROM /THE’ ORIGINAL’, WRITERS,’ EDITORS’ AND/PUBLISHERS,’!TO/ THE /CURRENT, 

COPYRIGHT /OWNERS AND ‘EVERYONE /INVOLVED | IN /ACQUIRING,’ DIGITIZING, 
RESTORING, /PRESERVING /AND DISTRIBUTING / THESE’ MAGAZINES. 

ONE /L-AST/ THING: 
IF/YOU/COME/ACROSS’/ANYONE /TRYING /TO/SELL’/ ANY, OF / THESE’ DIGITAL 
MAGAZINES,’ OR/PROFIT/FROM /THEM IN /ANY/WAY,/SHAPE/OR FORM, 
PLEASE DO/NOT, SUPPORT//THEM! 

THANKYOU! 

Max-Rez 
Version 
(2560 pixels) 

YOU ARE / VIEWING |THE /)"MAX—-REZ” / VERSION OFTHIS ISSUE’ RIGHT/NOW. 
THIS/ VERSION IS CREATED FOR OPTIMAL’ VIEWING/ON LARGE DISPLAYS. 

IF YOU ARE LOOKING FOR A SMALLER RESOLUTION VERSION 
OF THIS ISSUE, FOR USE ON A TABLET OR / PHONE, 

BE SURE TO CHECK THE MAGAZINE CATALOGUE ON OUR SITE. 


